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On your brill 
Megatape! 

SOULDERDASH IV: 
THE GAME 

SPY VS SPY II: 
THE ISLAHD CAPER 


Fast Sizxler! 


Hey! 

Where's my unbelievably^ 
stunning Poster-Calendar 
and Sizzling Gold Medal 
Megatape? Please Mr 
Newsagent, gimme my ZZAP! 
* Chrimbo Megatape and j 
P oster now! 


come a Hulkamaniac! 


* 







Available on 

spectrum, c& 


ftWlSTBAD 

£9-99 


i TOTH® 


92%Cl*ASH] 

"A s mashing qa mel " 
New Computer Express 


Up to the usual High CHKiy 
standards." 
Amstrad Action 


"ll'B damned BIG]" 
Aimstred Action 
SHEER OIZZV HEAVEN! 
CRASH 


hwplfingly Advenierous, 
Splashing tun with b MEGA 
Soundtrack 


'A Crash Smash 00V 
Bast budget ■ Sinclair Liter 


SPECTPUM AM5TRAP CSJ 

DI M* 

mi mure isuwo bzzy 

F*NTASV WORLD DIZZY 
LITTLE PUFF 
RQCK$TAfl 
MAGICLAkP DIZZY 
SUGhTLY MAQfC 

SEYMOLm ri hcll YWOOh 

$Pk£ If* TflAhSYLVAhtA 


CeOemeslefs Softwato Company Lirmle-d 1991 PO Bek 6, Leamington- Spa England CV33 0SH 

HELP LINES 

NEW RELEASE INFO LINE 0098 555 Oft) tTefc yw wh£jl is- Cero Tetedeed ths month. 

I* yflU CtiiYI gtil -my further in any nf 1het.e games And wuuld like u£ to fliwo hints * lips on how to soltre ai the puzzled |usl 
phone lira ii‘.jmbur6 he^w Ptyasn ck m’t phone- unless you are realty stuck and *nak0 sure you flOl permission irnm Ihe 
pprapn who pays Lne pha-.e btfl lina" Calls chfits 36f> per minute during oh peak Urns and 40® per minute a I all olhur times 

.GREAT SRI TAIN ONLY) 


»3fl 555 M3 
Qffiifl 555 OSS 
UMfl 5550 
QHBti 

ORSfl 565 (BO 
‘5636 56MJK 
flHIffl =.55 DS 

pWB*£aBIC 
.5696 555 165 


ATARI ST AND AMIGA 

TREASURE ISLAND DOZY nBftft 60S 0&2 
LITTLE PUFF &S()8S&S095 

ROCKET AH 0838 555 090 

FANTASY WORLD Dl I'ti 0698 5615078 
SEYMOUR IN l K H J YVVOOO O&&0 SS0 010 
SPIKE IN TIRANSYLVAN'A 0096 555 1 05 
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A sneak preview of US 
Gold's supersonic Afterburner 
sequel. 

saws 

#>•* 2ZAP 1 feviuwsthe 
^ , latest sackful of 
, , " * compilations so you 
* "5^; * n can tell Santa which 
one you want! 



Vivid Image aim to 
overshadow their legendary Last 
Ninja past with a brand-new hero 

A feast of reviews and mince pies... 
sorry, Fatly Phil's gone and eaten 
them all! 

No, not the Paris-Dakar rally, but an 
ultrafast 3,5 disk drive. 


SHLLLX : Ml A. !r tfX- ^ 
.• kW 
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COMMAND COMP 

Three superfast TiB 3.5 drives are 
up tor grabs! 


— n 

1 - z*- 

BATTLE COMMAND ($) 

CRIME TIME 
FINAL FIGHT 

GATEWAY TO THE SAVAGE 
FRONTIER 

HEROES OF THE LANCE 
HUDSON HAWK 
LAST BATTLE 
PIT-FIGHTER 
RO BO ZONE 
ROUND THE BEND 
RUGBY — THE WORLD CUP 
SMASH f.Y. (S) 

STACK UP 

TONY LA RUSSA'S ULTIMATE 
BASEBALL 
TURBO OUT RUN 
TURRICAN (SM) 

TURTLES 2 — THE COIN-OP 
WORLD CLASS RUGBY 
WORLD WHISTLING 
FOUNDATION (I) 

X-OUT 




1 4 WORLD WRESTLING 
FEDERATION 

Grapple your way to the top in this sweaty, joystick- 
breaking Sizzler. 

1 9 WORLD CLASS 
RUGBY 

By far the best rugby sim available, another 
triumph for the legendary Denton Designs. 

20 HUDSON HAWK 

Bruce Willis's lead weight of a film is magically 
transformed into Gold! 

BATTLE COMMAND 

Astounding 3-D tank combat in the most 
ambitious cart yet. 

58 SMASH T.V. 

The ultimate game show, the ultimate coin-op, the 
ultimate conversion. 


O INSIDE ZZAP! 










Use your planning skills and put them into quick action, as you fight 
through 16 levels of challenging gameplay crammed with masses of 
enemies, special and hidden bonuses. 

Pick up extra powers like lasers, power-ups and time stops and face 
the ever changing massive "Boss Alien". 

VOLFIED: READY TO ATTACK YOUR NERVOUS SYSTEM] 

VOLFIED: SKILL, STRATEGY AND EXTREMELY QUICK REFLEXES 
VOLFIED: AMAZINGLY SIMPLE IN CONCEPT, INCREDIBLY ADDICTIVE TO PLAY 
VOLFIED: YOU HAVE TO SEE IT TO BELIEVE TT 


LICENSED FROM TAITO.TAMCO PRGMGRAMMED FOR THE COMMODORE AMIGA. C«. ATARI ST AND 
IBM PC fi COMPATIBLES BY OXFORD DIGITAL ENTERPRISES , 

AVAILABLE ON IBM PC, AMIGA, ATARI ST, COMMODORE 64 

AND ARCHIMEDES 

4 THE STANNETTS, IAINDON NORTH TRADE CENTRE, BASILDON, ESSEX SSI 5 6DI TEL: No: (0266) 541126 Fai No: (0260) 541125 


TAITO 
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I WELSHMAN 
I RETIRES! 

I C adiy it's true, the Welsh 
9 computer games wizard isn't 
l^JI returning to ZZAPf. After 

Newsfield's sad demise Robin 
1 returned to Lichfield to Jive with 
hFs girlfriend. Sam, and is so 
. happy he's not coming back — 
awl 

Robin had such a good gamesplaying 
reputation at ZZAP! Towers that 
Thalamus had planned to poach him for 
their game development department! 

Robin joined Newsfield almost four 
years ago on THE GAMES MACHINE 
where he quickly established a reputation 
for narking off software houses — and 
sometimes other reviewers! — with his 
hard marking and picky reviews. 

Over two years ago now he made the 
fateful move over to ZZAP I magazine 
where his cheery grin and 
military-mania soon became 
known to the nation J 
Despite* uhm, unique time- Jp- 
keeping, Robin is much C%- 
missed and we wish him f 7[ < 
well in his future career* V xk. J * 


EW5 AND PREVIEWS AND 


Newsfieltfs general-interest youth title — 
back in 1387, and MOVIE the year after, 
were probably to blame, that and the 
recession of course 

All the magazines >:pius games, 
computers, T-shirts and Robin Hogg’s 
joystick) got collected by the liquidators to 
be sold off The mags went up For 
auction and immediately the bids started 
coming m with one big London publisher 
wanting to set up a special company here 
in Ludlow to run ZZAP Another. Future 
Publishing • Commodore Forma!) wanted 
CRASH and ZZAP 1 Commodore Formats 
publisher Jane Richardson denied their 
interest was simply in killing off the 
competition, ‘CRASH and ZZAP* are very 
strong titles and we certainly didr* l want 
them to die. she warmly warbled. What 
exactly were they going to do with them 
then? 

We had several options ooen to us 
had we got the titles. We probably would 
have incorporated them into our existing 
magazines 

IF that isn't killing titles off, I'm plowed if 
I know what is. 

But rescue was at hand 1 Roger Kean 
— once ZZAP> s editor — and a 
Newsfield director got together with our 
very own cover illustrator. Oliver Frey, 

- and Jonathan Rig nail 

™ — to raise finance 

* * through Eu repress 

I ” J { Games- X Amiga 
** ** Action. ST Action et 

a/| So was founded 

1 1^^, Europress Impact, 

JtjM r *? still m Ludlow, and 

Sa J ^ their bid for CRASH 
t and ZZAP 1 won the 

Jft. 

| Of course we re all 

1 m sorry that Big N's 

gone, but it's great to 
be back at work 

. j? _ H m again (and they Ve 

— ' bought me brand 

new Apple 

Macintosh to do it j 
with). So you see it 1 Yeah* Better and 
brighter and glossier than ever on 
our nice new shiny paper and with a 
great two-part freebie poster 
calendar lor 1992 — and an 
awesome line-up of Mega tape 
games Next issue s going to be ; 

even belter, so keep reading 
ZZAP! the mag everyone 
wants to buy' 


zap s hack, and better than ever* Bet 
we had you worried there for a 
moment or two. Truth to tell, it gave all of 
us at ZZAP 1 Towers a pit. You may have 
read in a certain other G64 mag that 
ZZAP S had gone for good, but rt was a tot 
of a porky, certainly a touch previous at 
-my rate Takes a to! more than Newsfield 
going down the pan to keep a mag as 
essentia! as ZZAP' from publishing. 

The truth is Lloyd Man gram wanted 3 
nice long holiday — he hasn't had one 
since the big N started over 1QG years 
ago. Rumour has it he rang up the 
liquidators and got them to come n on 17 
September to tell us all chat Newsfield 
was insolvent, which is bit like being 
caught in Smiths with ten disk games in 
your sweaty hands only a pocketful of 
loose change fo pay tor 'em. 

It was okay for lloyd Despite moaning 
for years about never having a pay rise 
he’s more money slashed away under his 
mattress than the whole of Fort Knox. 

The rest of us had to lake a hike to the 
local DHSS and sign on Lei me tell you 
when they ask you that da Ft question 
about whal son of work you're going to be 
looking for, editorships of Commodore 


f o kick off the brighter looking ZZAP' 1 
64. we commissioned Oil frey to do a 
special A2 sized double- sided 1992 
poster calendar (phew, what a 
mouthful i), Part One rs stuck on the 
cover (if it isn't, go back to your 
newsagent and asked who half-inched 
it), As you can see. one side’s got a 
head on it and the os her’ s got a — well a 
bottom bit of some geezer Worry noi 1 
Next month’s fab issue gives you all the 
other vital bits needed to make up two 
whole men things and a year lo boot 
And there will be instructions on how to 
construct your ZZAP 1 Qli Frey 1 992 
calendar (batteries not 
included). 


xTqo numerous to mention, the old 
new staff gather for an Impactive photo. 

mags ain't that high on the list of likely 
opportunities. 

So what realty happened? 

Yep. Newsfield after eight valiant years 
and the two best eight-bit mags in the 
business, founa itself shod of cash We 
were told that the failure of I M — 



STUFF! 


STUFF! 
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| AcSi¥is(Bn's €64 eonversio 
* trashed and burned te Ae 
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So site development 


typically 

coln-op, 
G-LOC is a 
rollercoaster ride 
brain-burning 
speed and 
graphics, taken to 
limit in the R- 
360 version 
which uses a 
revolutionary 
cabinet to spin 
the player in all 
directions for 
the fide of a 
lifetime. To say 
the least, 20- 
year-old Images 
programmer 
James Smart has 
his hands full 
with this 
conversion... 
The game 
moves the player 
from 

Afterburner * s behind-the- 
al reraft viewpoint to the 
more sensible 
location of 
inside the 
cockpit, 
complete with 
Head-Up- 
Display and 
simulator-style 
instruments. But 
in keeping with 
its predecessor 
gamepEay is 
fairly simple; 
simply shoot 
down a set 
number of 
aircraft to 
advance to the 
next level, 
There's a 
constant stream 
of attacking jets 
and radar 
serves only to 
warn of 
attacks, plus a 
tight time limit 
and a nervy 
canyon run. 

'It's a very 
impressive 
coin -op. very 
playable, 
particularly on 
the higher skill 


~i 

i 


mason why we can’t have all three 
missions in one load, as the enemy aircraft 
are much the same each mission The skill 
level select screen with the rotating planes 
may have to be In the intro, or a separate 
title sequence.’ 


levels,’ says Smart 'More people were 
Impressed with the R360 version but you 
get a limited time on it and you're just 
shooting aircraft down. Rolling you all 
around is fun but the G-LOC stand-up 
machine is more sophisticated.' 

Part of the sophistication comes from the 
choice of three skill levels, For Beginner 
missions you have automatic throttle 


control and movement is restricted to a tight 
corridor. Medium level introduces variable 
throttle control, while the Hard level gives 
you much freer movement through the 3-D 
world with full aircraft control. 

The C64 aims to get in as much of this as 
possible, but some sacrifices are inevitable. 
‘First thing that goes is anything that uses 
too much memory I The parachutist death 
sequence is out, but two or three other 
death sequences are in as they're the same 
sort of thing really/ 

An impressive coin-op effect unique to G- 
LOC f which James is particularly proud of 
recreating, Is the jump from the cockpit 
perspective to an Afterbumer-Styte third- 
person view when an enemy jet gets on 
your F-14's tail. 'Every lime the game is 
updated we have the option of switching a 
new character set 
and sprite in at the 
same time: it's all 
very neat and tidy 
with frame 1 stored 
in one character 
set, frame 2 in the 
next. 

In typical Images 
fashion, the coin- 
op's attract mode 
will be recreated 
as a separate load 
preceding the main 
game, but the 
game itself will 
avoid Afterburner's 
muitiload chaos. 

‘There's no 


Clever , speedy loading; is one thing, but 
with G-LOC on-screen graphic speed is the 
critical measure of how successful the 
conversion is. 

'We've got the speed up and it's full- 
screen unlike Afterburner, sometimes it's 2 
frames but generally it's 3 or 4 frames per 
second.' 

The man. responsible lor converting the 
G-LOC visuals is ex-Probe graphic artist, 

21 -year-old Steve Bedser. And the 
emphasis for Steve is on large-scale 
graphics, as James continued. 

'Graphically the enemy jet 
is the biggest object: it can be 
a screen wide and 9 
characters down, The system 
can happily cope with 8 to 16 
aircraft, smoke and missiles, 
explosions too: 64 objects in 
all, including the status panel, 
so ifs pretty busy. We’ve put 
a multiplexor in for the 
hardware sprites to get 8 
sprites all on one line if you 
need them. There's some 
flicker but it’s every other 
frame and they're not In line 
tor tong 

Flicker or not it's an 
impressive specification, especially so 
when you consider that each plane can 
have up to 16 frames of animation as it 
barrel-rolls past. “The medium-distance 
planes have the most frames, the largest 
size less so, there's not much point on the 
smallest planes! For the canyons we can 
easily have up to 8 to 12 rock faces with up 
to 8 planes but tilting has been cut out as 
we can't have that many frames, We might 
have to cut out some of the aircraft 
animation frames on the rotation and the 
levels where there's ground targets, and 
the number of aircraft may be cut down,' 

• G-LOC will be release d by US 
Gold In Hie New Year fe r 
£10.99 cassette and £15,99 
disk. 
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A REAL 


33cc FUN 
IKE ON: 


1 WIN A KIDS 
200cc GO 
KART 

2 WIN A CAR 
1966 BEETLE 
CONVERTIBLE 

3 WIN 

AFTERBURNER 

THE ULTIMATE 
ARCADE GAME! 

4 WIN A f 600 
JVC 

CAMCORDER 

5 WIN £600 
FILE OF 
TOYS! 

6 WIN A 
PAIR OF £300 
ROLLERBLADES! 

7 WIN A CD 
MEGA-BLASTER 
+ MINI COLOUR TV 

8 WIN HIS ¥ 
HERS MUDDY 
FOX MOUNTAIN 
BIKES 

9 WIN A KIDS 
ELECTRIC 
MOTORBIKE 


4 A W IN A KIDS 0839- 
IU MUDDY FOX ' 

BIKE! ' 


WIN THIS AWESOME 
80 cc SUZUKI QUA ) 

IDEAL FOR ANYONE OVER 10! 

call: 0839-654335 


IDEAL FOR 
ANYONE OVER 5 

CALL: 


CALL: 


0839-654337 

PLUS 


3 SIGNED 

HULK 

HOGAN 


PREVIOUS 

SAMPSONS ARCADE GAME 
ROLLS R&LADES 
YAMAHA BHW122 
SKATE RLE 
MOUNTAIN BIKE 
YAMAHA PWBO MOTORBIKE 
SUZUKI LT5CJ QUAD 


RUNNERS-UP 
COLOUR PHOTOS 


WINN ERS 
KATE POSEY. HAN5TQN, UN COIN 
DANIEL GREGORY. BECKENHAM 
A BRYAN, KIDUNCTQN 
GARETH HUGHES KIRKflUSHTGN 
NATHAN O- REILLY, WILL EN HALL 
GALIC ZORAVKA, LONDON Wt 1 . 
ROBERT WRIGHT. ROCHESTER 


BILLY 
BUTT 


CAII. 


DRUM KiT 
KEYBOARD 
BASS GUITAR 
LEAD GUITAR 

LIVERPOOL SHIRT -1 

ARSENAL SHIRT, 

NOTTS FOREST PRIZE 
ENGLAND FOOTBALL PHlI E 


WAYNE TAYLOR, CARNOUSTIE 
H TRIVEOI, 5TANMORE. MIDDX. 
CUFF MARU5SON, ABERDEEN 
SIMON SMITH, BELFAST 
STE MEN FYLDE S, C ASTL E BR0M Wl C H . 

VICKY BARROW, CHESTER 
LEE ROBERTSON LAURENCEKIRK. 
MARK TATE, BARNSLEY 


Calls cost i Sp (cheap rate) 4$p ('at ail other times) per minute utc VAT ; Megaton* Lid, 

Santfyfandi Hoose, Morecambe. LAS IPG, Average call duration 5.5 minutes, Aik your parents permission before you call. 
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' indestructible. 

Growing Wall: If there , 
lo rl, this wail will r~ 
Extra Rockford These 


are no obstacles next 
grow info any free space. 

' — j won't move, but you 
nnusi protect them from being destroyed by 
boulders, etc, 

Dirt: Used as a filler. Stops all objects 
except Rockford! 

Fireflies- They explode on con tael kilting 
Rockford. They are destroyed by dropping 
bo aiders on them, or by contact with 
Amoeba, 

Butterflies: They behave above, except 
they produce diamonds when I hey explode. 
Amoeba: This grows through dirt, and 
unless confined {when it will lorn into 
diamonds} will eventually turn into 
Boulders, 

Slime: Looks like Amoeba, but allows rocks 
and diamonds So pass through. 

Hidden Exit Door: This door looks just like 
fitunrum Wail, and is obviously difficult to 
find. 

Exit Door This will be revealed as soon as 
the required number of diamonds have 
been collected. 

Entrance: This is where Rockford starts 


We're buck 
and you better believe 
it! We've get an 
inhered ible line-up of games lor 
y<>if r Silver Medal winners, 
Si Ellers and even Gold Medal 
mega* games. Next month 
we've get possibly the C 64 's 
finest game ever, Andrew 
B r dy brook's awesome Para- 
droid! There'll also be the final 
instalment in the hilarious Spy 
Vs Spy series, an astonishingly 
good reader's game and a brill 
game demo. In the meantime 
enjoy this month's value- 
packed Megatape with two 
classic games and a brilliant 
construction kill 


in any 

order of caves and 

intermissions. These designs can be used 
with the Boulder Dash IV game. 

Starting: When editing for the first time, 
you will be presented with a menu that 
gives the choice of editing a current cave or 
intermrssion or creating a new one. Use the 
joystick to move the pointer on the menu, 
and click on the desired option. 

Along | he top or side of (he screen you 
will see a number of icons. Reading from 
left to right their functions are described 
below. 

OBJECTS t '« 

Boulder: The rocks will tail if unsupported 
and can be pushed if there are no ob : ects 
in front of it. When selected place on (he 
game screen by moving the joystick and 
pressing fire. 

Diamond: In every cave a ceriain number of 
diamonds need lo be collected fo win, and 
to leave the cave 

Enchanted Wall: Looks like any other wall, 
except when hit by an object it will mill' for 
a certain time. During this time, it will turn 
boulders into diamonds and vFce versa 
Wall: A regular wall used to build Spaces 
and paths. 1 1 can't be crossed bus can be 
destroyed by explosions. 


BOULDERDASH IV 

CONSTRUCTION 

KIT 

THE GAME 


COMMANDS 

• Une Mode: This draws a row of the 
current icon selected. Click tor the start 
position, and click again for Iheend 

potion 

• Random Selecting the dice icon will 
place 20 of the selected objects on the 

darr-e screen randomly 

• Eraser: (Press E) This selects an em ( 
space, which can be used to delete 
misplaced objects. 


T he object of Boulder Dash is to 

search through caves and collect the 
indicated number of diamonds in the 
time limit. The way to solve the caves is 
usually very simple, but not at first 
apparent. Please read the description of the 
game elements in the CONSTRUCTION 
KIT' to understand more about the different 
aspects of the game 


PLAYING THE GAME 

Once the gnov: section has finishing 

loading you will be asked for the number of 
screens you -want to toad. The program has 
15 screens saved alter it so unless you are 
loading your own you should type 15 al this 
point. T he program will then bad the 
r «rj number of screens. 

You can move your character. Rockford, 
around the cave using the joystick. If you 
hr:d you can not complete the cave you are 
on. pressing RUN/STOP will make 
Rockford commit suicide! You can then 
start the cave again. You are awarded an 
extra life every 500 points, 

CONSTRUCTION KfT 

By using this part of the program, you can 
create your own Boulder Dash caves and 
intermissions. You can also make a 
complete game by using up to 64 screens 




MEGATAPE! 



Select the correct 
number of Teddy's 
bedtime book. 


Sing along with 
DJ Ted to popular 
nursery rhymes. 


V ^ t tp un School 4 zooms to the top of the class. 
Three brand new packages combining the essentials of 
the National Curriculum with beautiful graphics, cleverly 
animated rewards and stimulating sound keep 
your children engrossed while they learn. 

Teddy for under fives, Freddy the Frog for live U 
< seven year olds and Sammy the Spy for seven 
to eleven year olds provide SIX original I 
stimulating programs in every pack. Plus, the 
carefully designed levels for each program encourage 
your children to have fun and learn at their own pace ^ 
- and ensure they get the most from Fun School 4 
and keep coming back for more-^ 


Shop with Freddy 
and his friends 
choosing coins to 
pay the btii 


Type the correct 
letters and words 
and save Freddy 
from the crocodile. 


Change Sammy’s 
money at the 
international 
exohange desk , 


Study historical 
events to find the 
secrets of the 
pyramids . 


TEDDY'S BOOKS 
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FORMAT 

Amiga 

ST 

PC 

C64 

Spectrum 

CPC 





Tape Disc 

Tape Disc 

Tape Disc 

PRICE £ 

24.99 

24,59 

24,99 

12-99 16-99 

12.99 16.99 

12.99 16.99 


Archimedes and PCW versions wiil follow in osriy 1992. 
SpBctrum, CG4 & CPC available early Novemb&r 
Amiga ST S PC available end of October. 


e 


UrOPRESS 


SO FTWARE 


Euraprttif Software Ltd, Dept ZZAf, Europe House AdEngtan hark, MoalesfieU, Cheshire 5KU) 4NP 
On sale at lop retailers nationwide. Selctted formats awailnbla at larger branches of WH Smith, 
Meazies and Bools. Far cnedh card purchaMi call 051 3S7 29A1 
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you can create your 
own incredibly 
difficult screens 
V to torture your 
friends with 


• C:(Press C) A colour menu will be 
displayed. Move the joystick untrl you get 
the deseed colour, then press FIRE to 
select another colour register, 

0 T: (Press T) This tests the screen you 
are editing. Use the joystick to control 
Rockford. You have one file only. 

M: (Press M) This selects the main menu 
described below, 

• N: {Press N) This selects new screen, 
and clears the cave/intermission you are 
working on 

• P: (Press P) This removes the selection 
enabling you to work on a larger area. 

• CLOCK: (Press V) This allows the 
timings and counters to be altered. Use the 
joystick to alter the values. Other functions 
accessed by keys only are: 

• F-Fuli screen (view the whole playing 
area) 


oulderdastVs Rockford is probably the most papular 
character ever created on the C64 and was for a long time a 
margin character in 22APF itself. But his reputation was earned 
fairly and squarely by a series of astonishingly playable games 
culminating in Boufderdash IV, which combined a complete gam© 
with a comprehensive construction kit. Predictably the critics went 


This is a Boulderdash ptayer's game come true — an easy to use construction kit 
which allows you to design the screens you've always wanted to pray 1 Julian Rlgnall. 
'...quit© simply brilliant Its got immense potential..,' Gary Penn, 

1 flipped over this. Its brilliant. There's no end to the amount of 
weird and wonderful 


MAIN MENU 

Using the main menu you can set a 
sequence using load and save Simply load 
each cave in turn and save them on to one 
tape after the other, making a note of how 
many caves/intermissions are in your 
sequence. They can be reloaded at the 
start of a Boulder Dash JV game. 


| designs you can 
l come up with.' 

IV Richard Eddy, 
\ Below are 
kj the original 

marks. People 
new to Boulder- 
dash might quibble 
over the hookability 
l mark — initially 

V the game may 
1 seem a bit dull 
I and — heaven 
I forbid — just 

I another puzzle 
I game, but once 


PRESENTATION 99% 

Gpmprdieriswe insfrvehons es>d many useful options 
which are tncrfidihly easy to use. 

GRAPHICS 83% 

Simply, hut pretty and Effective. The colour scheme is 
entirely up to you,., 

SOUND 71% 

The original Boulderdash title screen tune 04 >d spot 
effects, 

HOOKABILITY 95% 

The game is ddightfuRy simple to get into and the 
construction kit is a jjoy to use. 
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LASTABILITY 97% 
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breakfast, 
hair... Then 
once you've 
mastered the aame. 


As many screens as you wont, limited only by your 
imagination. 

VALUE 97% 

Comprehensive instrueflW Occolent produds for 
thu price of one. 
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and even, 
k send Into 


The definitive purchase for Boulderdash fans. 


CAVES AND SEQUENCES 

A NOTE ABOUT CAVES AND 
INTERMISSIONS: A standard Boulder 
Dash 'game' consists of a total of 16 caves 
and 4 Intermissions. The caves are made 
up of 4 TV screens of maze, etc, and this is 
where the players must collect the required 
diamonds. After every 4 caves the player is 
rewarded with a 'bonus game 1 , the 
imermlssior. This is just a single screen, 
where Mesne can score e*.tra points or 
lives. Obviously using this kit one can alter 
the number of raves and intermissions to 
any n urn be i sequence, 

Sol (ware Business Lid 1991. Ail rights 
reserved. 


comiel order before transporting I he missile 
off the island by submarine Your opponent 
has the same mission 
To aid you in Ihis mission, you have been 
provided with the all-in-one, multipuronse 
island trapulator. This handy little gadget :r- 
complete with a computer-generated 
mapping system and a Few items for 
building nasty little traps for your oppe 
Your opposite number also has a 
trapulator. 


GAME OPTIONS 

When the game has loaded and the spies 
have 1 r iced on the island, you wiff be 
pn? sen ted with a number of options that 
you may after. These are as follows: 
Number of Players (1 or 2) 

Difficulty level 
Computer pfayer 
intelligence 

Escape submarine revealed 
or hidden untit (he end 


(Software Business) 


MISSION OBJECTIVE 

our mission, should you choose lo 
accept iL is to find and recover all 
three parts of the top secret XJ4.25 
missile. The missile parts are located on 
Spy Island. Not only must you find (he 
parts, you must also assemble them in the 
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MEGATAPE! 
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CONTROLS 

Picture the screen as a three-dimensional 
area where you can go Left and Right or In 
and Out of the screen Moving the figure 
left and right is achieved by moving the 
joystick left and rig hi When the figure 
reaches the extreme left or right, the screen 
will scroll in Thai direction. Moving the figure 
in and out of the screen is achieved by 
moving the joystick up or down. Along the 
background or foreground are gaps, T hese 
are passageways where you may go to 
other parts of the island. Pressing Fire 
whilst in range of any object or mound ot 
sand (three small triangles) will Sit! the 
objeci Items may be hidden by the sand 
mounds and Ihese may be found if you are 
lucky, If you are not. yon may find your 
opponent has placed a booby trap there, 
blowing you to smithereens... 


providing you have them in your inventory. 
Coconut Bombs — Napalm — Pope 
Snares — Shovel for digging pits. 

To place a trap, simply press Fire twice, 
use up and down to select the irap. then 
press Fire So hold the Irap. Position your 
spy where you wish to place the trap, hold 
down Fire and pull Lhe joystick forward. 

The trap will disappear and you will hear a 
whoosh as il is buried, Once sei, either 
spy may set a trap off. Snares are set by 
selecting the rope, then pushing your spy 
against a Iree (the spy will then 
automatically climb the tree and tie the 
rope to lhe top). You may then position the 
noose near the bottom of the tree. 

In order to make coconut bombs, you 
need a coconut (obviously) and some 
petrol. As this is a tropical island, coconuts 
are scattered here and there, Petrol is a 


#|'ve been a 
B great Ian of * 

Spy Vs Spy since its » 
release... and t was * 
extremely chuffed at j 

First Star's decision to 
produce a follow-up... I 
especially like the really sick 
result of setting off traps such as 
coconut mines!' — Gary Penn. 

The things you you can do to each 
other are amazing!' — Julian Rig nail. 

‘Games ought to be fun to play, but to 
be offered genuine humour as well as a 
need for quick and clever thinking is 
realty all you can ask for — and this 
game provides it. 1 — Paul Sumner. 


Overall: 92% 


RUN, STOP Pause 

S Music On/Off ^ *, * 

F5 Return to Option Screen x ' L&i 

USING ms J|M 

TRA PULA TOR 

The (regulator allows you to 
store and use various items and 
tools for completing the mission. 

Along the side of the screen are a 
number of icons These represent the items 
that you will need in your mission, Next to 
the icons are indicators that Led you 
whether you have at least one oi that item. 
There is only one gun on the island If you 
find lhe gun you can shoot your opponent. 
This can be done when lhe other spy is on 
the same screen as you. Simply line up 
your spy with the other, pointing the gun in 
his direction, holding Fire down, then 
pulling the joystick forward. NOTE: Some 
bullets are duds and the gun is not always 
fully loaded- 

11 you find an item on the island, you 
may pick it up by standing over it and 
Dressing Fire, Pressing Fire again wilt ^ 

store it in the trapuiator. 

— :al 

There are a number of hazards around the 
island. These are: 

Volcano; This will erupt when the dock 
reaches 0. 

Quicksand: t in wary spies can (all in 
this. Gel out by moving in a circular 
direction 

Drowning; Jpies cannot swim so don't 
stay in M • .7 i\er Too long. 

' Sharks: As well as drowning you water 
also co i i m is, sharks, which are quite 
uartml to .i spy di unstick or two. 


different matter. The amount of petrol you 
have is displayed on the gauge on the 
bottom- left of the trapuiator, You can re I ill 
by finding the plane wreck and pushing 
your spy against it. 

As well as digging pits with the shovel 
you may also place sharpened wooden 
stakes at the bottom, Find a stake and 
pick it up. With slake in hand, walk over 
to a pit Your spy will agtomalic.nl! y place 
the stake and cover it with earl I- NOTE: 
The shovels are not loo good ear n one 
can only dig eighl pits before I ■ i ■ . hung 

MAP. 

You may, except when both ■' pies are on. 
the same screen, read your map. Shown 
on the map are: I 

1. A flashing area showing where you 
are. 

2. A dotted line showing the last few 
areas dial you visited. 

3. Quadrants containing while squares 
show the location of the missile parts. 

On levels 5 and 6 there are two 
islands and travel between them may he 
necessary to complete the game. 
However, there is only one way to cross 


you must collect adjacent pieces in 
order EXAMPLE: 11 you have the tail 
sec i inn and you have found the centre 
seel ion. stand over the second section, 

hold Fire, then pull back on the joystick, 
The section in your spy's hand will drop 
and automatically connect to lhe second 
pari, The two sections can then be vjj 
picked up and carried as one. Below 
each spy's screen, is a diagram of 
missile pads As you pick up a section, it 
will Hash on the display, 

The game ends when either your spy 
dies or he leaves the island in the 
submarine with the missile. Your sub is 
moored somewhere off the coast of the 
main island. II will surface when you 
approach with the missile. Look for it at 
both the northwest or northeast beach. 
When you see it wade out to i .su.i -i 
off into the sunset to a farwawy isle 1 
Ahhhl Loverly! 

Software Business 1991, 

Spy Vs Spy and MAD are registered 
trademarks of E.G. Publications Inc, 

Both are used with permission. 

Designed by Mike Riedel Audio visual 
copyright 1984, 1989 First Star Software 
Inc. 

AM rights reserved. 


COMBAT 

Hand to hand combal can only occur 
when both spies are on the same screen 
md also. within range of each other. 
Holding Fire down will produce a sword 
Moving left and right with (he joystick 
whilst holding down Fire will jab your 
opponent, NOTE When you are within 
combal range you cannot access your 
hapuiaror Combat mode ends when either 
spy gets caught in a trap, moves out of 
combat range, of dies 


The missile is in three pieces, and you 
can only carry one piece at a time, so 


You may select any ot these traps 


GET YER MITS ON 



SNARE RETROGRADE HEATSEEKER SUMMER CAMP CREATURES 

CBM 64/1 28 CASSETTE £1 6.99 DISK £1 9.99 


Five more smash hits bringing you the very best from Thalamus 
during 1990-91, “The original HITS is reputed to be one of the 
best-selling compilations ever/' said New Computer Express t 
“...How can Thalamus follow that? Easily*,, The HITS 2 is a 
compilation not to be missed/’ 



THALAMUS LIMITED, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW 
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Ocean, 

£ 10.99 
cass, 

£ 14.99 
disk 

Remember 
Saturday 
aft er n oons sat 
in front of Hie 
telly, watching 
big, hulking 
fellas flinging each 
other round a 
(square} ring 
pretending to hurt 
each other? Corky 
gets in the ring to see 
H Ocean have caught 
the thrills of the 
hammiest sport in the 
world! 


h the joys of wrestling! The blood, 
the sweat, the tears... the brightly 
coloured underpants! Fun for all the 
family, to be sure! What a tragedy when they 
went and axed it from ITV. So unless you've 
got satellite TV {and let's lace it, only forty- 
five people have!), your only chance to see 
those beefy brutes battling it out is in World 
Wrestling Federation, the game. 

Your goal in WWF is to win the 
Wrestlemania Belt . a tough task Indeed as 
you'll have to compete against five of the 
meanest, obscenesl wrestlers around. 
There's Mr Perfect, who's Into showing off 
just a bit whilst performing his Perfect Plex 
manoeuvre. The Warlord is rather nifty at Full 
Nelsons, the Million Dollar Man certainly 
works tor Ns money with the odd Back 
Breaker or three. The Mountie enjoys dishing 
out Drop Headiocks (ouch!) and 
Sergeanl Slaughter is 


• Oh not A grapple! Waggle like frantic to win and drop the other 
guy to the canvas. 


• Don’t kick a man when's he’s down — jump up and 
down on his stomach to really do the damage! 

sure to give you the hump with his Camel 
Clutch! 

You have at your disposal the notorious 
Hulk Hogan, decked out in yellow panties, 
the Ultimate Warrior, who knows all there is 
to know about giving his opponents a good 
old Gorilla Press, and British Bulldog, whose 
fetish lies in Power Slamming! 

Choose one of 
the Ihree and get 
ready to slog 
your guts out in a 
big way. But 
before you 
commence with 
biffing and 
bashing, there's 
a two-player 
practice mode, 
just to toughen 
you up a bit — 
and by golly, 
you're gonna 
need it! 

Each wrestler 
has a strength 
indicator, 
displayed at the 
side of the 
screen. This 
determines how 


he can recover 
knocked to the 
floor, or how fast he can 
throw off the lump of lard 
who's pinning him down! 

Each match lasts a 
maximum of five minutes 
and can be won by pinning 
your opponent to the 
canvas for three seconds. 
That's not as easy as it 
sounds: unless your 
opponent has had 

his energy red- 

uced to zero he'll 
be able to shrug 
you off by 
hammering the fire 
button. 

You can 
execute a varied 
array of moves wilti combinations of 
fire and a direction. Each individual 
wrestler has his own aforementioned 
special move, along with the usual 
punch, kick and drop kick 
manoeuvres. Whilst running, you can 
carry out the Flying Knee or Flying 
Kick strategy. It things are getting a 
little hectic In the ring, you can climb 
the posts and perform tricky leaps 
from there, or leave the ring and 
baffle it out on the floor — but don't 
take too long, after twenty seconds 
you're disqualified. 

Whilst things are hotting up in the 
ring various icons appear in the lower 
part of the screen. The finger icon 
instructs you to press the fire button 
as quickly as you can to ensure your 
wrestler gets up in time. The joystick 
icon appears when you're having a 
good old grapple. Waggle the stick at 
great speed to increase your grapple 
strength (shown by a rising bar at the 
side of the icon). The first player to 
reach maximum grapple performs 
his own special move on his 
opponent. 

if there's not an outright winner a| 
the end of five minutes, the match is 
declared a draw and your challenge 




• Drive the cropwd wild with some out of the ring scrapping, 
but watch out fot the 20 second time limit! 


• While the other guy hammers the fire button to get up, his 
opponent climbs the ropes to finish him off for goof! 




for the Belt is over. If on the other hand you 
manage to show the world what you're 
made of, it's on to wrestle another hulking 
hero. Extra targe torso, extra large ego., 
extra large pantiesf 
After playing WWF on several 
machines I car honestly declare the 
Commodore version Is the best I've seen 
to date. The characters are 
really quite large, well 
detailed, nicely animated 
and dicker free. There’s not 
" * much to look at on screen 

iV apart from the ring and the 

wrestlers, but at least 
^ings are tidy and you can 
see wh at' s goi ng o n , Sound 


Sound isn't quite so impressive, after a 
decent intro tune you’re reduced to spot 
FX once in the ring. 

Playability is high though, the various 
moves are fairly challenging and keep you 
on your toes, ifs not just a case of 
waggling the joystick, pressing the tire 
button and hoping for the 
best. The manoeuvres can be executed 
really well with a bit of patience. I especi- 
ally like climbing the ropes for superjumps, 
but watch out for getting caught in endless 
grapples. Umpteen times I've had 
someone half- dead only for them to come 
back, trap me in a corner and execute 
grapple after grapple. 

f have to admit I thought this was 
going to be my least favourite of 
Ocean's Xmas line-up. Nevertheless 
WWF has turned out to be a real winner 
and possibly the most fun game this 
month, it opens with searchlights playing 
over a crowd, a simple programming 
gimmick which nevertheless looks good, 
as do some finely drawn character 
pics. on the selection screen and 
interievei challenge screen, where 
hilarious i nsults are made I 
The actual game isn't quite so glossy; 
the icons flashing at the bottom of the 
screen are neat but the rang is a bit 
spartan and the characters aren’t that 
slick. However the important things are 
there, the characters are well animated, 
move quickly and there's lots of moves 
to master. Two-player mode is 
hysterically funny with frantic joystick 
waggling in the grapples, followed up by 
the victor jumping on the other guy’s 
stomach. Be careful thoughl — 
grappling is dangerous, especially 
against computer players, so it's wise to 
practise the drop kicks, punches, rope 
drops and so on. Eventually the five 
opponents should be bested, which 
raises the question of why no! a league 
for more long-term play, but if you've got 
a friend to 
challenge then 
s doesn't 
. WWF is a 
fun and original 
beat-'em-up well worth 
giving a fling! 


Once they're so dose to being eliminated 
they really get their blood up and there's no 
way you can waggle to victory in grapple, 
not unless you're prepared to reduce your 
hands to raw flesh I But this means you can’t 
rely on one simple move to be victorious, 

I enjoyed WWF P it brings the animal out in 
yal There was a hell of a lot of 
gruntin' and groanin' going on 
in Z2AP! Towers when this 
arrived in the office and 
that's before we'd even got 
the game out of the box! A 
must for grapple fans 
everywhere! 


Credits 


A Twilight Production 


PRESENTATION 87% 

Neat intro and inter level 'infill screen* Each of 
the five levels k o multiload, but three continue- 
plays ease the pain. There's also a choice of 
three characters to control, and two player 
practice mode'. 

GRAPHICS 84% 

The wrestler* aren't incredibly impressively 
stoke, but are speedy and wdl -animated 
through a wide variety of special move*. 




Good intro music, basic thumping spot FX in 


First opponent is a push-over making for quick 
addiction, 

INSTABILITY 88% 

Five opponents aren't that many, but you've got 
three different characters to master, each with 
their own unique moves, plus a great two 
player mode. 


OVERALL 


Top notch beat 'em up action! 
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• Both batting and pitching menus allow the selection of 
management options. 
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# Oakland's Cochrane steps up to bat with a runner already 
on first base. 
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Mk ^ you F d expect of an SSI product. 

Tony La Russa pushes the 
amount of baseball detail in a game to 
new heights. This extends not only to 
warming a pitcher up before he's used, 
but the superb graphic detail of the guy 
actually practising pitches in a small trap 
oft the field I No less impressive is the 
animation on the fielding/running sprites, 
which are all quite large. Unfortunately 
this has a strong downside with the ball 
moving at a snail’s pace across the huge 
ballpark, and fielders are no faster, which 
is very frustrating 

Graphic style also has a negative 
impact on the crucial pitcher-batter 
confrontations. Once again the sprites 
are large and very well done, but they 
seem a lot closer together than on RBI 2 
and there is thus only a very short time 
to decide whether to try hitting a ball, and 
how to hit it. It always takes practice to 
start making home runs, but Tony La 
Russa is particularly tough — especially 
if your opponent mixes in lots of no-balls 
which are very hard to spot, so you end 
up swinging for balls you can't hit. 
[Concentration isn’t helped by appalling 
'organ' tunes at crucial moments.) 

Nevertheless, 
tolerant baseball 
fanatics wanting yet 
more realism could 
well find Russa enjoyable 
. — albeit far from perfect 
and dreadfully overpriced. 


production. 

Don Outflow 

Program: Mark Buchignanl 
David Bun nett, 
Arturo Sinclair 

Mu*Ui Th« Fat Man, Lin wood 
Taylor 
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OVERALL 


Mo r red by Hawntiu, 


























Cnunf up to nine fo help 
teddy get the honey 
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Under Ss 5 to 7s Oyer 7s 


Teif the lime and watch 
the clock come alive! 


Guide the frog from tog 
to log to solve the sums 
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• Atari ST * Amiga • PC * Amstrad PCW 
£24 99 

* Spectrum * CM * Amstrad CPC 
£12.99 (tope) £16.99 (disc) 


’ “T-iK.'i. 


Learning is now 
even more fun! 

Fun School 3 is everything you - and your chil- 
dren - ever wanted from educational software: 
SIX challenging programs in each pack which fulfil 
the exacting requirements of the National Cur- 
riculum, Plus: Stunning graphics; exciting sounds? 
carefully structured levels so your children can 
have fun and learn at their own pace. And all are 
designed by the winning team which created Fun 
School 2 r the biggest-selling. educational package 
ever] 

On safe at top deo/ers nation wide. Selected formats 
avoihbk at larger tranches of WH Smith and Boots, 
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Send to: Database Direct, FREEPOST. Ellesmere Fori. 
South Wirrat L65 3EB Order hotline. 05 1 -357 296 1 


Cor reef spewing, grammar 
and punctuation mistakes 


Follow the directions to 
find the buried treasure 


Atari ST 
Amiga 
PC 5,25* 
PC 3.5" 
Amstrad PCW 
Spectrum 
Commodore 64 
Amstrad CPC 
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W have come up with the 
goods again, I may not 
understand all the rules yet 
— but they’re alt there and this depth 
ensures a genuine long-term challenge. 
Untike the Domark game, the bias is 
toward passing and running, breaking 
away from scrums usually ensures 
some progress. Initially tackling is 
tough, judging when and how to tackle 
is a little tricky and lakes time to master. 
But racking up a few tries relatively 
easily in two-player games is a good 
introduction la a comprehensive and 
enjoyable program. The sprites are well 
done and they move reasonably 
quickly, while the 
play menus 
make complex# 
plays relatively 
simple. Goad fun for 
fans and non-fans alike. 


A thoughtfully deiilgrM'd and Wel-impl&mgrited 
simulation. 


Audiogenic, 


®g 

£11 .99 cassette, 
1 5.99 disk 


never did like rugby much. Af s 

?zin§ i 


'school we 

were forced to play in freezing cold 
I weather — there had to be at least six 
feet oi snow before the PE teacher would 
even consider slaying indoors. However, ^ 
watching the World Cup on TV I started to 
appreciate the g am e 's su bt I etie s . 

Therefore the prospect of playing rugby 
without getting cold, muddy and bloody 
seemed very attractive. 

World Class Rugby has a vast array of 
options and. features. As well as the lull 
World Cup 
tournament you 
can play friendlies 
or compete in an 
eight-team league 
and the facility to 
play friendlies. Any 
of the 16 teams 
can be 

human/computer- 
contra I led and 
each has accurate 
home and away 
strips. You can 
even swap round 
the players in the squad. Other options ' 
allow you to alter wind speed, pitch type 
{grassy, muddy or icy), computer skill level 
{0 to 8) and turn the offside rule on/off. 

The match perspective is elevated and 
iGohypg down, the so rotting pitch. This is I 
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accurately sized 
alt the proper 
markings to indicate 
your position — also 
shown by a small radar 
scanner. The player under your control has 
a large arrow over his head, if he's got the 
ball, he also has a small bar below him 
with a dot moving left/right — this is used 
for kicking, subtly affecting the ball's 
direction; holding down fire rapidly 
increases power. As in real rugby, tactical 
kicking is an important aspect of the game, 
And there's even the rule that you can't 
kick the ball out on the full outside your 
own 22. (I guess you mean it's got allthe 
weird rules — Ed.) 

By pressing fire with left /right you can 
accurately pass to the best place 
teammate in that direction Tackling is 
somewhat tricky as you have to dive at 
the ball-carrier, but you do get the hang 
ol it, When a player is tackled, a ruck 
(loose scrum — Ed) usually results — 
pushed forwards by 
waggling the joystick. 
The same technique is 
used for set scrums, 
but before these you 
get to choose from a 
selection of special 
plays such as 
Scissors, Loop, and 
Blind Side. This also 
occurs before line-outs 
(where you press fire 
lo make your players 
jump) and penalties. 
The latter result from 


• Both rucks and set scrums are won by 
frantic joystick waggling. 

random stamping In the scrum or tackling 
from an offside position. Cleverly though, 
the ref often plays the advantage if you're 
in a good position. If a penally is awarded 
in the opponents’ half, it may be worth 
kicking at goal, The kick is aimed using a 
m Even an incredibly muddy pitch can't help the beleaguered Wales as an England 
player dives in to score a try. 


graph at the bottom left of the screen. 

You must stop a vertical line moving 
left/right to select direction by pressing 
fire, and hold it down to select power via a 
horizontal bar moving up/down. This is 
also used for the kick-off and drop-outs on 
your 22 (after you’ve touched the ball 
down behind your own try line). 

Yep, It's all here and it plays so well too. 
Matches realistically involve a combination 
of scrappy forward play and fluent passing 
moves by the backs — 
along with a flexible kicking 
game. Furthermore, you 
can replay great tries in 
normal or slow motion and 
even save them to show 
your friends, There’s no 
doubt that this is the 
definitive rugby sink 

iTTCTTTTTTPTT’ 


Vast array of ophoas with World Cup, league and 
video replays. 

GRAPHICS 73% 

The elevated view works well and Ike largish 
players are nicely animated. 

SOUND 78% 

Mice infra tune plus in-mafcti laadeh and crawd FX. 

HOOKABIMTY 82% 

Well implemented controls allow yaq la ploy like a 
professional Iwhoopi, I mean amateur!). Two- player 
games are frantic fun, 

INSTABILITY 87% 

The computer is tough la beat #ven an the lower skill 
levels., and ihe tournaments provide q great 
cha Benge. 












7W 
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C ontrary to popular opinion, the 

game of rugby was not invented by 
schoolboy William Webb Ellis, but 
instead began when one ol my equally 
rotund ancestors sat on a football and 
squashed it into the now familiar oval 
shape! 

Prom humble beginnings rugby union 
has evolved into a truly international 
sport, spanning such vastly diverse 
cultures as Western Samoa, the USA and 
even Wales! Every four years, the best 
sixteen international teams come from far 
and wide to play for the World Cup — the 
world's biggest sporting event after the 
Oly mpics and the soccer World Cup. 

In Dd mark’s official version of this 
prestigious tournament, the 
human/computer-ccmiroiled teams are 
split into four groups of four: the top two 
from each go through to the quarter 
finals. Other options allow you to play a 
friendly and alter match length. 

The match action is shown from 
directly overhead with tiny Kick Off- style 
players running around the huge scrolling 
pitch. It's so big and your players so slow, 
that you can Tun' for ages and 


# Oh no! A disaster for England! But any team would be hard-pressed to beat the 
extremely tough computer opponent In this official World Cup game, 

view to just behind the enlarged kicker, A 
white cursor moves sporadically left-right: 
press fire when it s between the posts to 


easily achieved by pressing fire with 
left, or right, but clever running moves 
are virtually impossible due to the 
players' poor positioning. This lack of 
intelligence carries over to tackling 
with 'cowardly’ defenders often 
running away from the ball -carrier! 
Defending against a computer team 
is almost impossible, and when you 
jar the ball-carrier he lobs a 
perfect pass way over to the 
side of the field I 
The Inevitable try is followed by a 
conversion attempt and a change of 


• The kicking screen brings an 
attractive Cinema wap touch to the 
game — without multi load hassle. 

nowhere near your opponent’s end I A 
small radar scanner shows exactly where 
you are, which is just as well, as the pitch 
has few markings — it’s mostly fust a vast 
expanse of plain green. Another graphical 
disappointment is the lack of accurate 
team colours: the two sides always play in 
black or white shirts. 

Sadly, game play sophistication is no 
better with many standard rugby features 
missing, Why, there aren't even any 
penalties — so England would have no 
chance of scoring! There are line-outs 
and -(odd -I coking) scrums, of course, but 
no choice of tactical moves as in World 
Glass Rugby . instead, both simply involve 
rapid joystick waggling. Thera are no 
mauls or rucks, only set scrums, and it r s 
difficult to get the ball out of these as the 
scrum half is often tackled before he can 
pass the bail out to the backs. So you 
usually get a long series of scrums, 
getting nowhere. 

Once the ball does get into open play 
it's not much better, Accurate passing is 


score “dead easy. Kicking during' open 
play is achieved by pressing forward or 
diagonally forward with fire held down to 
determine the strength, but you never have 
enough time to do a long 
positional kick so it's an 
ineffective tactic. 

If you really want to kick 
something, i suggest booting 
this slow, woefully 
inaccurate simulation into 
touch 


or because, of a 
L ' . — Li . lew tries scored 
on the old 1 rugger pitch a! school I can't 
claim to be much of a rugger fan. 
Although broken bones, teelh and so 
forth may be an acceptable risk in some 
things, when ft's the whole point of I he 
game I raise an eyebrow. Initially 
Domark's rugby looks good, with lots of 
tiny sprites running around much like 
Amiga Kick Off, There’s an attractive 
screen tor the conversion kicks and an 
effective radar scanner. Unfortunately 
the game soon breaks down into a 
series of repetitive scrums — getting 
the ball out takes ages and lots of 
frantic joystick waggling, then when you 
do get the ball out the man is soon 
tackled. Time and time again passing 
takes an agonising couple of seconds 
which are soon lost under a mass ol 
forwards. After a 
few games I felt 
the real thing 
couldn't be any 
more exhausting, and 
certainly a lot more fun. 


* 




Surprisingly few option*, for friendlies you can only 
choose from fight teams. 

GRAPHICS 46% 

Slow, tiny players on a featureless, pitch, AttrodFve 
lonversnort screen, 

SOUND 48% 

Okay titte tune, simple in-game FX, 

HOOKABIUTY 42% 

Crude action lacks many rugby features. Even two- 
player matches are tedious, 

L&Sf ABILITY 34% 

The virtual invincibility of computer teams makes the 
World Cup loufTiamenrt a washout. 


Do mark, 
£10.99 
cassette, 
£14.99 disk 








bonkers and plans 
to produce so 
much gold the 

entire world 
economy is 
destroyed But 
first how to got 
the crystals. 

Step forward 
Bruce Willis. AKA 
. the Hudson 
Hawk, the world's 
pest eat burglar 
and currently, 
ahem, in prison. 
He’s just about to 
be released and 
has dec-ded to go 
straight. until the 
Mayflowers use 
threats to force 
him back into 
business, 

So that’s the 
scene when the 
attractive loading 
screen fades 
away and C2N 
begins whirring 
again The Hawk's first 
assignment is to steal a 
statue oi a. horse trom a 
ten-storey New York 
museum Arriving on 
the root, you have to 
gel down through nine 
levels Defare grabbing 
the horse 

Once 'he first screen 
appears youll notice 
Bruce is a little short 
andiSquat but the 
background graphics 
are qc te nice. As you 
explore you'll find the 
graph cs get even 
better they're really 
very gcoc indeed — I 
especially like the lift 
screen showing you moving celween floors. 
_ On the negative side this means 


y y * / Alchemy 

A j /is the 

/ \ pseudo- 

/ k \ of 

f I 1\ A turning 

lead into 

gold, magic which Special FX had 
much need of in turning Bruce Willis's 
hugely expensive turkey into a game 
which could fly on the C64. STUART 
WYNNE dons titfer and shades te see 
if they succeeded. 


O n the atomic table, lead doesn't 

seem that far from gold, just three 
protons separate worthless pencil 
fodder from bank vault city. For centuries 
people have tried all sorts of daffy methods 
to transmute lead into gold, but not all 
alchemists 

were witches and magicians. Some 
highly respected thinkers have pursued this 
fool's errand, apparently including 
Leonardo Da Vinci. 

The movie opens with Da Vinci 
succeeding in this impossible task with the 
aid of a special crystal thingy, which comes 
in three parts. These are all but forgotten 
until now, when Ihe evil millionaires Darwrn 
and Minerva Mayflower discover that they 
were hidden in three valuable museum 
pieces stored around the world. 

Being incredibly rich you might think the 
Mayflowers wouldn't be that interested in 
the crystals, but Darwin is stark- raving 


■A * **** <•****>*■ 4 t> »i| I 
* M*l (-if ***** 'in 


• The Hawk fights parachuting Grannies on the roof ot the 
Vatican! 


^ s lavish back- 
drops overshadow 
Ihe movie sets, while there are some 
who would say the Bruce sprite outacts 
Mr Willis' Well, he's certainly got more 
character than Rick Dangerous and 
sports some good animation when he 
gets into different situations: getting 
thrown off the building by the bum -biting 
Rottweiler is a tun effect! Gameplay 
initially seems a fairly conventional 
variation on ihe platform theme, but 
I here s a good deal of extras which 
tweak Ihe gameplay as you progress — 
the faster lasers when you irip ihe 
alarm the sneaky trap at Ihe end of the 
Vatican level and so on. rt s got that 
professional. Special FX polish and a 
real console feel — if s a pity the game 
wasn't on cartridge, although most loads 
are pig enough for 
mult I load to be on 
mildly irritating. All in all J frT 

another Special FX hit 21^®/ 
- albeh a lad familiar mm V 

in gamepiay. a v 


• Inside a New 

York museum lethal lasers must be 

dodged, and security guards stunned with your bouncing 

tennis balls! 


* 
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Ihe game's three rather large 
levels can't be contained in single 
loads, but are split into two or three 
relatively fast multiloads. This isn't 
too much of a hassle — tor example 
in the maze you're prevented going 
back on yourself, so there's no 
reloading levels — unless you lose all 
your lives 1 

The Hawk is a ; 9Qs-siyk? hero so 
rather than a 9mm Uzi: and grenade 
launcher you're armed with an 
unlimited supply of tennis balls (I, no 
bounce at your enemies. Should a 
baddie gel too dose then there's 
always your lists. Mistime your blow 
and energy is tost, then a life. Rather 
oddly this info is shown on a separate 
screen, shown when you pause the 
game, 

The first level is relatively simple to 
play, mainly consisting of making your 
way left/right to gel to the lift and the 
next floor of the museum. There's a bil 
of platform leaping, and lots of villains to 
stun . You also need to watch out (or traps 
such as lasers which electrify Bruce in true 
comic book style. At level s end there's the 
first of three beautifully drawn level 
complete pics and a jaunty little tune — 
there's no in-game music. 

Level Two is set in the Vatican beginning 
m a large underground complex which you 
can easily get lost in. Hazards include 
spears (watch Bruce get gorily impaled) 
and air duds which suck you down and spit 
you out with energy lost and so met mes 
take you back a couple of screens. The 
leathers fluttering over the ducts when 
they're active is another nice graphical 
touch, while the backgrounds are again 
impressive wilh some very nice shading 
and variety, You also get some boxes and 
chairs to push around 

As for the enemies... die Special FX see 
some weird rougheut movie with 
parachuting grannies, ballooning villains 
and venous other weirdo baddies? The 
game is funnier and wilder than the film! To 
complete the Vatican level there's a neat 





• The Hawk pulls himself over a lethal chasm beneath the Vatican library, a massive 
section in the game which lasts just seconds in the movie! 


little challenge where you need to be 
especially careful in true cat burglar style. 

The final level takes place in Leonardo 
Da Vi net's castle where the Mayflowers 

have set up the alchemy machine — a 

particularly nicety done room at the level's 
end Bruce has now turned against his evil 
employers and must get the crystal before 
the machine is turned on — however, like 
all the other levels there's no lime limit. This 
is unsurprisingly the toughest level yet, 
requiring a fair bit of carelul leaping up the 
castle battlement with men throwing heavy 
objects down at you. Plus there's a fair few 
kangaroos with an impressive uppercut... 

Hudson Hawk bears a passing 
resemblance to Rick Dangerous, plus Mario 
Bros and any number of other platform 
games, It scores over Hick by some high 
quality graphics, while gameplay as 
generally simpler and less prone to traps 
which is good or bad depending on your 
point of view. I found Hudson less irritating 
than Rick, to be honest, and while 


gameplay isn't all that varied, it is very 
enjoyable and extremely playable What's 
more, despite 
being very dose 
to the Nintendo • 
version, it only 
costs about as third as 
much and will be 
available now. 

Recommended. 



Programming: Rabble Tinman 
Graphics i Ivan Davis & Char 


Soifiult Keith Tinman 


• The end of level two and the all-important safe 
containing Da Vinci s Codex. Make a wrong 
move and the security cage 
falls, sealing it 





PRESENTATION 77% 

Mice betting screen, reasonable muftibod within 
levels, good bvflkflmpleh! pics and extra fife of the 
end dt each level. 




Squat but amusing Bruce, while backgrounds era 
varied and often quite excellent. Villains such as 
kangaroos and parachuting grannies ore hilarious, 

SOUND 73% 

Okay intra and ttttd-feuel fanes, but in-game sound 


hstonHy wkfidive, opening with □ fun scene 
wherein a tan^Jes-locking dog smartly drags you 
off the roof if 
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ONE BIG VALUE PACK !! 


AVAILABLE FOR: COMMODORE AMIGA, ATARI 
ST, IBM PC & COMPATIBLES*, COMMODORE 64, 
AMSTRAD CPC AND SPECTRUM. 

■ m PC VERSION INClUDfS THE FOLLOWING GREAT GAMES: KICK Off 2, 
MICROPROSE SOCCES, WOULD CHAMPIONSHIP SOCCBt™ 

* 19*1 kj* ErlMpfBn Ini 
Al Ripi'i 

1 Wink) OumpmnjJiip tom?" ind 
^Ei*" **e fridemata of 
[TlcnNiw> _ lifjr 
rhri M"v kaih«ri mmulmureG 
kentflnan kjjj EnleipreK 
Lhi. Hpin.i 


EMPIRE SOFTWARE, 4-6 IMF 5TANMTTS, LAI NOON NORTH TRADE 
CENTRE, BASH DON, ESSEX SSBMJJ TEL: 02b& S41212 FAX: 026B 541125 




MICROMAN COMPUTERS 

UNIT 11, SOUTH RIBBLE ENTERPRISE PARK 
EDWARD STREET 
WALTON - LE - DALE 
PRESTON, LANCS 
PR5 4AQ 

0772 881 1 55 

OPENING HOURS; MON - SAT 9am ■ 6pm SUN 10am - 1pm 


AMIGA CARTOON 
CLASSICS 

PLUS 10 BLANK DISKS. 
JOYSTICK + MOUSE MAT 
£385 


AMIGA CARTOON 
CLASSICS 

PLUS 10 BLANK DISKS, 
JOYSTICK. MOUSE MAT + 10 
GREAT GAMES 
£399,99 


CITIZEN MULTI-SINK 1" 
COLOUR MONITOR WITH 
25mm PITCH + BUILT IN TILT 
* SWIVEL STAND £364.99 


SEIKOSHA 1900 B,W 9 
PIN PRINTER £116.33 
WITH STARTER KIT 

£125.14 


JOYSTICKS 

QUICK SHOT 1 £4.P9 
QUICK SHOT 2 £5.50 
PYTHON } TURBO 3 MICROSWITCH £9 99 


25% 


OFF R.R.P, 

ON ALL C64 + AMIGA TITLES 

LATEST TITLES IN STOCK 

PAYABLE TO MICRO MAN COPUTERS 
£1 .GO PER SOFTWARE ITEM £5.00 PER HARDWARE ITEM 


COMMODORE SUPPLIES 


Commodore 64 power pack. , 

64 Parallel convertor 

901/803 ribbon x 2 . 

Mini office 2 cassette 

64 Instruction manual 

64 Slimline case 

Viq-20 modulator 

C64..'i2fl Commodore souiid 
Expander module and sound 
Mid compatible Disk or Cass 
C2lM;C3N dataoorder „ 


,£25.99 

.£19.99 

.....£9,99 

...£17.99 

£9.99 

£9.00 

...£14.99 

Sludio- 

,..-,£9.99 

.,,£25.99 


64 Reset cartridge 

Wafas 64K x 2 

Mini Office^ Disk. 

Gi2B instruction manual ... 

C3N to G64 adaptor 

C16.-+4 games designer ir . 


£7.99 

..£9,99 

£20.99 

£19.99 

£4.99 

.,,.....£2.99 


C64 REPAIR -ONLY £24.95 

including parts/labour .''insurance eic. 
Send madline only and fault 
description, 




To order send Cheque, PG to: 
Omnldate Supplies, 23 Curzon Street, 
Derby, DEI 2E$ 

Tel: 0332 291219 
Open Mon - Sat 10-5.30 



GOT SOMETHING TO SAY 
GOT SOMETHING TO SELL 
THEN TELEPHONE 


SHEILA JARVIS OR 
GEORGE KEENAN 
ON 

0584 875851 

^ 







MERRY CHRISTMAS! But first a word of warning. 
Rood on only of your own risk* ZZAP! accepts no 
liability for any offence, injuries or loss of 
progenitive capabilities due to readers following 
the advice contained below! Lloyd 'Innocent' 
Mangratn accepts liability only for fellow 
passengers on his hike, in the circumstances of a 
full eclipse on a Sunday* Readers jailed, kicked 
below the belt and otherwise afflicted due to last 
month's Rrap are advised to sue the government, 
parents, Martians, Thingy, etc**** 


Sections of data loaded from 
cart can be any size up to the 
fuff 64K. Loading does cause 
a short pause, but 
spectacular graphics should 
stilt be possible with only 
barely noticeable delays in 
the act ton. More frequent 
pauses occasionally occur 
because most of the game 
code stays In memory; 
there 's Just some new 
graphic code being pulled In. 
The Megadrive, for example, 
despite Its often massive 
graphics only has 123K of 
RAM. In a spectacular game 
like the Megadrive s Stricter 
this causes frequent pauses 
for big new graphics to be 
pulled Into the game. More 
normally, games designed for 
the system organize levels so 
they're a single load. C64 
Wrath Of The Demon, for 
example, features some 
Stunning mega-monsters to 
fight Rather than being at the 
end of a level f they're hived 
off — you go through a door, 
there's a tiny pause, and 
you're in a room with a 
monster with no more of a 
pause than In your standard 
arcade machine. In short, 
carts allow for as spectacular 
graphics as the C64 is 
capable and, yes , that means 
pauses, but with intelligent 
game design that shouidnt 
be a problem . 

LM 


Shadow Of The Beast. 

c) if the answer to (a) is that the 
data is loaded in blocks of 64 K, 
does this mean that spectacular 
graphics are not possible 
without frequent pauses? 

d) I read a comment you made 
saying that cartridge is a format 
for easy accessible gaming, so 
does this notion hint that on 
future games graphics (even on 
cart) won't be that much 
improved? 

e} Finally the cost of carts, I can 
understand people moaning 
about the prices of carts. So to 
put things straight once and for 
all, could you list down how- 
much it costs to make a cart 
from beginning to end? 

Dnlvir Singh Parietal, 
Walsall. 


NO TIPS 
PLEASE! 


CORKY! 

Just type in the listing, 
RON It, type LOAD and press 
PLAY on the tape. 

10 FOR X=0 TO 26: READ Z: 
POKE 20100+X,Z: NEXT 
20 DATA 169, 4, 141,49, 8, 
185,149.78,153, 52, 4 T 136 t 
208, 247, 76, 1 3, 8, 169,96 
30 DATA 141, 166,41 
40 DATA 141,107, 40 
50 DATA 76,52, 6,0 
When the computer resets, 
type POKE 1012,78: RUN 
(RETURN) to load the rest of 
the program with infinite 
Paperboys. 

3. According to Robin IVs 
outside the village' . 

LM 


Dear Lloyd 

Please could you print this letter 
as it would make my day? Here 
are a few questions: 

1 , 1 used to have an Acorn 
Electron and found Repton its 
best game, Is this game 
available for the C64? It so how 
much will it cost? 

2. Very recently I bought a G64 
and am stunned by its graphical 
and somcal abilities. 3 owned 
the game Paperboy for the 
Acorn Electron, but it was not 
very good. The 64 version is a 
lot better, I bought the 64 very 
recently and have been 
following ZZAP! ever since from 
Issue 74, Are there any old 
cheats for Paperboy? 

3, In Tusker I cannot find the 
key. Can you help me? (Level Dear Lloyd 

1, 'The Desert’) After reading the 'RRAP' 

That's all for now. So keep up section of the August issue of 

the superb work. Bye for now. ZZAP 3 I was compelled to write 

5 To veil. Chop stow, in and ask a few questions 

Gwent concerning cartridges. I hear 

PS, I think the Megatapes are you cry out, 'What does he want 
excellent! to know?' 

Well to start off with we all 
T Repton til was released on know cartridges offer instant 
the C64 r but It only got 49%, loading but what 1 want to know 
way back in Issue 23. A is: 

similar but tar superior game a) When the data is loaded 
is Bouiderdash — the most down from cart into the 64 K 

advanced version of which RAM, rs the data being 

we have on our very next continually loaded or is it loaded 

Megatape! in sections of 64K? 

2, Okay \ but this is the last b) if it is continually being 
time I'm going to print Ups In loaded in, why are pauses 

the Rrap. PLEASE SEND ALL between certain sections of the 
FUTURE TIPS ENQUIRIES TO game? This is highly evident in 


me round the face and kneed 
me right in the 
unmentionables. !was 
devastated as well as being in 
agony but luckily, on the way 
home I saw another girl I liked 
so I used my tactics, started 
talking, then said. 'Do you want 
to go out with me?' and she 
replied,,, wail for Ft,,, NO!!! Only 
joking, she said YES!i! 

Anyway, must go now, CJ'S 
Elephant Antics has loaded up. 

Say hi to everybody there, 
Polar Pritchard, 
Hasting*, East Sussex 
PS, ZZAP! shall (reign) rain 
forever. 

PPS. Print this letter please so 
no-one shall make my mistake, 
and HI subscribe... I will 
honest. 

PPPSJ notice another mag for 
the G64 is copying you a bit. 


Dear Lloyd 

When I read your diat-up line. 
'Do you want to play with my 
joystick?' I thought it was 
hilarious for quite a few days. 

Imagine this; Yesterday (Sat 
1 6th) I saw a girl who was 
eyeing me up tike mad, and 
boy was she nice, blonde hair, 
light blue eyes and what a 
figure, co-erf As well as that 
she was two years older than 
me. 

She was with her friends so l 
didn't have the courage to go 
over, but eventually one of her 
friends came over, and told me 
this girl realty does like me. 
and that she really does want 
to go out with me. So of course 
I was over the universe or 
moon.,, anyway, I saw her 
friends go and she was 
standing alone so 1 calmly 
walked over and started talking 
itien we kissed, so then f 
asked her the fatal line, ’Do 
you want to play with my 
joystick?' Her face went red as 
a beetroot, then she slapped 


So Markie s best chat-up line 
didn't work? Now I know 
why he always has that 
pained J expression J But 
have any readers tried out 
some of my goiden oldie 
chat-up lines? Let me know 
how you get on/off. 


ZZAP! RRAP 



DOWN GAME FREAK ALLEY CONSOLES WILL Ni 

GAMES ARE IN YOUR 
VEINS, PULSING WITH 
EVERY HEARTBEAT, 

RACING THROUGH 
YOUR SYSTEM LIKE A 
THRILLING VIRUS 
NO PUCE TO GO, 

NO PLACE TO HIDE 
FROM THE POWER OF Ll 
THE GAMES FORCE... * 

THE NEW # ; 

SEGA FORCE 





BETTER THAN 
ALL THE REST 


Dear Lloyd 

As I'm sure you know, every so 
often there is a letter in ZZAP! 
from someone who can do 
nothing but complain about your 
wonderful magazine. 

Overpriced, not enough pages, 
lack of reviews, no Rockford 
and too many mentions of a 
certain yellow, bendy fruit are 
but a fraction (a rather large 
fraction actually) of the 
numerous complaints. Well I 
have had enough — got that, I 
don't want to hear of any more 
moans or degrading fetters 
because there is simply no 
need. ZZAP!, is, as far as G64 
mags go, the best — and l will 
tell you why, 

Most of these letters say that 
the older, now defunct 
magazines were of better 
quality with more pages but I 
will tell you this, boy (famous 
Rab C Nesbitt saying which you 
probably wont understand 
because you live in England 
(poor chap)), I have absolutely 
trillions and millions of millions,., 
well, a few hundred old CGI, YC 
and Commodore Horizons 
magazines, all of these with 
about two hundred pages, but 
did I like them?... No. They 
were ail naff (so why did 1 buy 
them? Hmmm,.,), There were 
nearly no colour pictures, about 
10 games were reviewed in 
each, all the screenshots were 
in b/w and the magazines of 
that time were not as personal 
or friendly in the way ZZAPJ is. 
The writers were pretty boring 
and you could never tell which 
review was which (not that 
mattered) because they were all 
so dull. ZZAP! authors are 
always making jokes and 
needling each other. Phil is too 
fat. Stuart wears glasses (like 
me), Robin is Welsh, Corky 
likes Spectrums and you have 
an odd name. This makes 
reading ZZAP! more fun. 

So my point is: ZZAP! has 
(like me) reached several foot 
above the pinnacle of 
excellence and no mag has 
ever been better, it's crammed 
with reviews, news on 
commodore, a nifty tape with 
decent games (although I 
couldn't get anywhere in Lords 
of Midnight, I didn't like that), full 
colour pictures and now a letter 
from me. How much better 
could ft get? 


ZZAPj 64 DECEMBER 


Incidentally, while looking on 
in boredom at an ancient CGI 
may I saw this odd article which 
was poking fun at ZZAP!, then 
in its infancy, and the writer was 
comparing ZZAP! to a f I un- 
covered lollipop! But now a few 
years on the public has become 
sensible and flushed CGI down 
the toilet, and ZZAP! is still 
going strong so I would like to 
say to that particular dude, ‘HA 
HA ha: 

Right, that's enough of that I 
think. Now Lloyd — your starter 
for ID. 

I — Is there a cheat for t he 
cartridge version of Myth? Level 
3 is a real bitch. 

N — Why don't you print a 
picture of yourself in Rrap? I’m 
sure we would all like to see 
what you look like, @ Uncross - 

III — Have you any more into 
on the supposed C6S? It 
sounds like quite a machine, 

IV — Is there any way you can 
play G64 games on an Amiga? 
You say no but an advert for an 
emulator in ore of my 
aforementioned old mags says 
yes. 

V — What, In your opinion, is 
the game with the best 'game 
complete” sequence I thinks ifs 
Navy SEALs, 

VI — I think it would be a good 
idea for readers to vote for the 
games that are on the 
Megatapes, Do you? 

I shall leave you with a bit of 
magic — Type in (without a 
cart) POKE 649,0 then press 
return. Now try typing in 
'banana' and be amazed. 
Simon Geary, Beanden, 
Glasgow 

PS. Enclosed in this envelope is 
a secret escape device to free 
you from Stalag ZZAP! although 
I'm sure ifs a perfectly jolly 
place. 

I — Probably not 
ft— There was a picture of 
me in earlier Rraps, albeit 
with a beg over my bonce 
lit — Read the special C65 
section in this very Rrap! 
iV— There's one advertised 
on the PD circuit but how 
effective it is we don T know, 

V — Robin reckons ifs 
Retrograde. 

Vi — Readers are welcome to 
make suggestions, but some 
games simply aren 't a vailabte 
due to tegat and other 
reasons. 

LM 

GOING MAD! 

On the ZZAPf Issue 74 there 
was a tape! (Yes. no bananas!) 
On the front-page there was a 
word 'Boxed', but all I had was 
a tape stuck to the mag. 


So I go to my newsagent, and 
put my Uzi 9mm under his nose 
and scream: 'Where is my tape- 
box? 1 

The poor man told me (after 
he came out of the hospital) that 
we ZZAP! readers in Holland 
usually don’t get a box for our 
tape, because our ZZAPIs need 
to be flown over from England 
(sniff!) 

But then on the next ZZAF1 
issue no. 75, there was a tape 
with a box! Yes, I jump a hole in 
the air (and kiss the man) So i 
think everything is okay, but ten 
minutes ago I bought ZZAP! 
no.76, and what do you think? A 
tape, but no box! So I run home, 
get my M-16, and my Uzi 9mm, 
and my bazooka!. 

I run back to my newsagent, 
and start shooting! After one 
hour of screaming and shooting 
there was nothing left of his 
shop, and the cops were there 


NO WAFFLE 

Dear Lloyd 

Firstly, I would like to say that I 
am NOT going to waffle on and 
on about cartridges! However, I 
would like to make some 
(hopefully) interesting views. 
(And/or lessons in cod- 
si ibblying!) 

1 . The new look. Fine with me, 

I wasn't too keen at first, but 
now I've got used to it I think 
ifs for the better, 64 only, more 
features & reviews — great. 

But why no caricature of 
Lloyd? 

2. Cartridges. I am keen on the 
concept. I am hoping the prices 
will drop a bit. I only hope that 
rapes won’t be phased out. 
(Disks seem to be fairly 
secure, but our fluffy G2N read 
object isn’t.) 

3. The Megatapes. They have 
been very good, and wilt 
hopefully get better. How about 
some demos of these games?: 
Alien Storm. Terminator 2 , 
Speedball 2. Toki , 3D 
Construction Kit, Creatures 2, 

& Smash TV— if they're good 
enough of course, and 
possible to get. 

4. Gorky. Although his coin-op 
review pages were good. I 
don't think much of his first tips 
section, Ifs all bloody reset 
stuff, and I don't see why I 
should buy a reset cart just to 
use the tips. So it's all very well 
to praise Waz, but to the rest of 
us non- resetters, it's not worth 
it. Let’s have some more 
conventional cheats as well! (I 
would like to say I have nothing 
personally against Corky, Waz 
or resetters. I'm sure they're all 
very nice people I) 

Now some questions: 
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also waiting for me to put me in 
the jail! 

So now I'm writing to you 
from Holland, in a jail!. And all 
I've got to do is reading my 
ZZAP! and waltzing with my 
whale! His name is Robin! I 
called him Robin, because I 
love ZZAP! so much. I think ifs 
fab, and marvellous. 

So Lloyd would you pleas© 
tell me where my boxes tor my 
tapes are? And would you also 
be so nice to send me £18000 
— to get me out the prison?! 

By the way, where were the 
Turrican 2 tips? 

And where was the Fuzzy 
Factory, I want to see the pics 
of Sandra Boe! 



a) Please stale the credits for 
the Turbo Charge game, as 
you omitted them in #76. 

b) Who will do Parasol Stars? 

c) Any chance of more demos 
to a Megatape, The Speccy 
mags have a good 7 or so bits 
& bobs on their tapes, Not trial 
the Megatapes are in anyway 
crap. They are very nice, thank 
you. 

d) I want to see more fish & 
sausages in ZZAPI — is this 
possible? Thanks for listening, 
if you die, then do not attempt 
to bring yourself back to life — 
it won't work, you know. Jt 
won't.., 

Rob Tflie Terminator' 
Hale, Braintree, Essex 

T Nobody s ever seen under 
my paper bag , 

2 1 / can t see the cassette 
market dying . even with 
Commodore’s cutting of the 
C2N from the C64 bundle. 
Disk drives are only owned 
by a minority and carts are 
popular only for a very few 
high quality games. 

3. You've already had T2. 
Creatures 2 and Smash TV 
are possibilities. 

4. He's always trying... very 
trying. I’m sure he’ll settle in 
soon. Keep sending him 
those tips and maps! 

a) The credits are in the 
preview feature we did, 
although System 3 don t 
want some the contributors 
named , 

b) Ocean. 

c) We only have a tlmlted 
length of tape to cram stuff 
onto. 

d) Phil’s all for that , but don't 
forget the chips! 

IM 



ZZAP! RRAP 
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I got great news: I know 
where Rockford, Thingie, and 
the border dudes are! 

Last week, (before I kilted my 
newsagent's shop) 1 was playing 
baseball, and I hit the ball and 
the bait flies up. and up, and up! 
Then it hits something... .A small* 
UFOf ieieiek! 

Et smashes into the ground 
and a little green slime comes 


C65 FORUM 

Ah f sadness, probably the 
fast CSS forum for the 
foreseeable future tm afraid. 
The enhanced C64 project Is 
currently being downplayed 
by Commodore In favour of 
hype surrounding a new C64 
pack — so no interview with 
Commodore PR Manager 
Andrew Ball. 

The details of the C64 pack 
are still somewhat shrouded 
in mystery T but if it 's a 
Success it should mean more 
C64 users and thus more C$4 
games being written, 
hopefully. For existing C64 
owners news of the future wifi 
have to wait till next year 
when the C$5 may (or may 
not) finally be released. 

Dear Lloyd 

The news of the 065 — if it ever 
comes in at that specification, 
price and stilt retains 1 00% 
compatibility with 64 sottware — 
will breath new tife into the 64 
market. What with 3.5-inch disks 
at extremely cheap prices, quick 
loading and custom chips it 
looks like what the C64GS (or 
even Cl 28) should have been. 

However, how many C64 
Owners will pay the £25)0 or so 
for an upcfated-64, albeit with 
better sound and graphics, 
when an Amiga could be 
purchased for an extra El 00? 

I think that this machine will 
need good marketing and 
aggressive pricing with a decent 
software catalogue of C65-only 
titles at the launch, otherwise it 
could torn out to be another 
C126. 

A possible way of 
encouraging existing 64ertHe 
upgrade would be to offer a 
trade-in. price say £30-£50 off 
the RRP of the C65, Now with 
the used C64 parts, such as the 
VIC and SID diip^, joystick and 
cart ports could be used in the 
C65 posssbly keeping cost down 
and ensuring compatibility or 
even just used as spares, What 
do other 64ers think of the 
trade-in idea? 

If this is not possible at least 
leave the cassette port on the 
C65 even if datasette production 
stops as it will allow existing 


out, it was shouting about never 
seeing Rockford. Thingie and 
the dudes, if we don't pay 
50,000 space cr. 

It told me that they were on 
Barka 6 and then it boosted up 
again! Why don't you send the 
Score lord up there in place of 
Rockford, Thingie, and the 
border dudes? 

! got one last question: can t 


owners to continue using 64 
software, and new C65 owners 
to get classic games at a cheap 
price, 

John Kfjvnirc^ghj 

Morden, Surrey 

The RRP for Amlgas remains 
around £4QQ t so it's a hefty 
£200 difference between it 
and the C$5 L As for reusing 
parts from traded-in C$4s, the 
costs of recycling are likely to 
tar exceed any savings they 
may offer. A trade-in offer is 
stilt possible, Andrew Bail 
hast i t ruled It out but merely 
emphasised that the C65 still 
isn't certain to be released 
and thus any marketing plans 
remain highly speculative. 

Dear Lloyd 

I WANT A C65. It sounds 
brilliant For the games player it 
has got all the attractions of the 
Amiga: fast 3.5in disk drive, 
great graphics and improved 
sound. For the programmer it 
has more memory, faster and 
better disk access , better 
graphics ana all this in ’ami liar 
651 QA assembly language. 
What more could anybody ask 
for? 

The only slight reservation I 
have is about all the C64 
owners who won’t be upgrading 
a id maybe just bought a 64 a 
year or two ago. Will games sift 
be released for the 64? 1 think 
the approach the software 
houses should take is treat the 
C64 and C65 as totally separate 
computers and produce two 
versions of the game for each 
computer. If the C65 catches on 
this ts the approach they must 
take as they fcan't forget about 
the hundreds bf thousands oi 
064 owners. Two versions of 
games should be easy as the 
code can be ported ovfir and 
just graphics etc changed, 

If the C65 Es released it 
should do a lot better than the 
Ct 28 (of which I have one) as 
alt the Cl 28 offered lor the 
higher price was 64K more, 
eighty columns which most 
people can't use and slightly 
faster operating m eighty 
column mode. If the G65 is 
released at around £200 people 
would be mad not to get it as a 


order something from 
Zzuperstore from Issue no. 70, 
or is it impossible? 

Oeben W ondatra (from 
the prison), Holland 

For some reason, early copies 
of Issue 74 $ 76 didn't have a 
cassette box. Tm sorry to hear 
o f ait the trouble it caused- 
VU ask the Scorelord to 


threaten the intergalactic 
kidnappers with his array of 
terrible torture devices. Who 
knows? 

You can order pretty much 
anything from the 
Zzuperstore — If its a realty 
old product it 's better to 
check it’s available first, 
though. 

LM 


3.5-inch disk drive alone costs newcomer, 
around £200. They get two I would hope more serious 

computers in one. stuff will be available to the C65, 

So my message to Say possibly a Laser printer, 

Commodore is 'Please Release Word Processor etc, there 
The Commodore 65', as it should be superb utilities for the 

sounds brilliant and has almost C65, just like the Deluxe Paint 

everythi ng people want from a series forth© Amiga and 

computer, better graphics, more possibly maybe the marvellous 
memory etc. If it comes out I will CDTV could be connected to 

definitely be buying one. the new C65 to enhance the 

I also have a few graphics quality and sound, then 

suggestions: I think the C65 it will leave the competing 

should have at least 256 K with computers shivering. Judging by 

more than an 1 6-bit address (as the graphics quality and the 

Cl£8-style bank switching is amount of colours available, the 
very awkward), although l don't new C65 should be a great 

know if this is possible with an success. The price is cheap 

8-bit processor. compared with the price offered 

I think the CSS would need a for the now deserted Cl 28 and 
bit more memory than 64K as other computers ot the same 
al I the new graphics etc wil I take capability , 

up a lot of memory. I also think The C65 should have strong 

an autoboot in C65 mode would backup from every software 

be good as it would save people company by the end of 1 992. It 


should be one of the leading 
home computers; if not it 
definitely should be one by 
1 993. This time may it be 
possible for the public to design 
the actual computer’s body 
(yriiich hasn't been done by any 
other computer ever). If it is 
possible then the computer will 
sell greater than ever and will 
leave the other computer 
companies gobsmacked* (for 
sure) by that young gun! 

A Nazar 'MC GRAFFITI' 
Rochdale, Lancs. 


typing in LOAD etc and it would 
make the computer took mere 
professional — like the C • 28. 

I also think it would be good 
include a machine code 
monitor m ROM although a 
much oetterone than the one in 
the Cl 23. 

To finish off I would like to say 
please release the C65 as i am 
sure many people would huy it, 

lain Black, Dublin 1 3, 
Ireland. 

/ don't think I understood all 
of that, lain , 8-bit l&bil 
addresses indeed, but thanks 
all the same ! 

Dear Lloyd 

I think the C65 will be a great 
success and will shake the other 
computer companies senseless, 
Tha idea of a C65 upgraded 
from the C64 is a promising idea 
and it may sell just as good as 
the Amiga, hopefully. 

Hopefully it won't be a failure 
like the Gl 28, But even now l 
have high hopes for the 


Whew! Dangerous limes out there compadres! 
Anyone with any meek and mild advice for 
readers wishing to survive 1991 without further 
damage can write in to Newsfieid, Lloyd 
ilia ng rant, ZZAP! A rap, Ludlow, Shropshire SY8 
I JW* Remember there's £40 worth of software 
for the 'Letter Of The Month', so get writing with 
your Super Safe tlo Joysticks Mentioned Chat-Up 
Lines now! 


Laser printers! A bit pricey 
methtnks f but inkjet printers 
give similar quality for £ 400 
those days , Whether such 
add-ons will be available for 
the C65 wilt depend an the 
ports being standard or not, 
methlnks. As far designing 
the C$$s body t could anyone 
do worse than the GS 7 
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UNDER NEW MANAGEMENT 



0782 575043< 
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★CHRISTMAS 

EXTRAVAGANZA* 



DUE TO THE RELAUNCH OF ZZAP!64 
AND IT BEING THE CHRISTMAS ISSUE 
WE HAVE DECIDED TO TREAT AS MANY 
READERS AS WE POSSIBLY CAN. 

WE ARE OFFERING 50 , YES 50, 
ARCADE GAMES INCLUDING 
MANY OF YOUR OLD FAVOURITES. 
WE ONLY HAVE 500 OF THESE PACKS 
TO GIVE AWAY AT THE KNOCK 
DOWN PRICE OF £7.99. 

IDEAL STOCKING FILLER, FANTASTIC 

GIFT YOU CANT GO 
WRONG, 50 GAMES 




FOR £7.99 


MERRY CHRISTMAS 



Post to: 

CASTLE SOFTWARE 

Castle House, 

2 William Clowes Street, Burslem, 

Stoke-on-Trent 

ST6 3AP. 


Pleaae nut h me:- 



Amount 

GIANT GAMES PACK 

7J#9 





P&P 
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IMHJPI AL FOBo* 3<S LSI 4TN Call Charges 36p Par Min Cheap 4Bp Pw Mlo Al Other Times 



Software Hire Club 
Send S.A.E for details to, 
C.STATHAM 
3, Briarbank Ave 
Nottingham 
NG3 6JU 

Tel: 0602 581635 

We condemn software piracy. 
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STRATEGY 

GETTVSBURG; Is the most detailed and realistic computer simulation ol 
this decisive battle ever made, 1 £ weapons types, Active participation by 
Brigade, DMsiooaf and Corps commanders. Playing lime 11-40 hours C&J 
disk £24,95 

OMEGA: Jointhe elite cyberiank engineers. You will lead a monumental 
effort to design the supremo cybertank and test it in simulated combat. You 
must define chassis specifications, install teihal weaponry, integrate electronic 
systems and device (fie Artificial Inteflrgencs that make your design more 
cunning, and more deadly, than any other. C64 disk £19,95, 

MICROLEAGUE FOOTBALL: You get the players - 20 pro football 
rosters featuring your real - life gridiron heroes You control the teams - both 
defence and all lire action, based on the actual season stats and 
performances from the real players and teams, You win or Jose based on your 
coaching strategies. This is no boring arcade - styfe game. MLF is thinking 
man's football. C64 disk £24.95 

NAM: is the taeltcal wargams that tests your ability to -command in six 
challenging, real- life scenarios, A variety of units, including ARC'S machine 
guns., mortars, artillery, rscoillas- rifles, tanks and helicopters. Three levels of 
difficulty. Six different sceneries Involving U,S. South Korean, ARVN, NLA and 
NVAforcw, NAM ss a lactsicat strategy wargame of U,S. and allied forces in 

C64 disk £l£,95. 

CLUE BOOKS: at £7,95 each BARDS TALE I OR III, BUCK ROGERS, 
CHAMPIONS OF KRYNN, CHAOS STRIKES BACK, CURSE OF AZURE 
BONDS, DEATH KNIGHT OF KRYNN, DRAGON WARS, DUNGEON 
MASTER. ELITE, ELIVflA. EYE OF THE BEHOLDER, MANIAC MANSION 
MIGHT & MAGIC I, NEU ROMANCER. POOL OF RADIANCE, STARFLIGHT. 
WASTELAND OR ZAK McKRACKEN. INDIANA JONES ADV., SECRET OF 
SILVER BLADES, SECRETS OF MONKEY ISLAND. 

£6 95 each ULTIMA III .IV. V. or VI, 

Mail order only. Pleasa allow 23 days lor delivery please make cheques 
payable io CINTRQNICS LTD. Free post & packing within the UK. EUROPE 
add £2 per Item. 

CENTRONICS LTD. 16 Connaught Street, London W2 2AG 


MAL-A-Tip 


CHEATS GALORE 
0898 101 234 
FROM IRELAND RING 
03000 2 1244 
MEGATIP GAMESLINE 
0898 299 388 
AMIGA GAMETIPS 
0898 299 386 

AMIGA NEWS, TIPS AND TRICKS 
0898 299 385 

SHADOW OF THE BEAST I AND II INTERACTIVE 

SOLUTION 
0898 442 022 
COMPUTER FUNLINE 
0898 299 399 


ALL LfNES UPDATED WEEKLY 
PROPRIETOR:- Jacqueline Wright, P.O.Box 54, 
Southwest, Manchester Ml 5 4LS 

Calls cost SSp per min at 'cheap rate' and 
4Sp per min at other limes 
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Censored* Thut'i what happened to my 
original entertaining intro tar this page* My 
witticisms about 'Old Flames', Tarby being 
a burnt- out comedian, and |okes concerning 
a naughtier version of 'Blind Date' 

(involving bllndfolds| would apparently 
offend public taste (and I didn't even 
mention Des O'Connor! |. Yes, my 
transmissions to Earth are being constantly 
monitored by Hie Broadcasting Complaints 
wets it. Why, I'm not even allowed to 
mention things like Phil's obsession with 
r’hb + r InfTrbl** and his frequent visits to 
Kw*k F'l. It makes you wonder what they'll 
ban nest: Donald Duck for baring his 
backside? (Yes, he really fs banned in 
Finland!) 

Of course, things are vastly different on my 
borne planet. There, each (holographic) TV 
programme has to contain a minimum 
amount of sex and violence to be 
broaden stable. You should see our version 
of 'Blue Peter'! But no-one it turned into an 
axe-wielding xombie — no, we just like to 
blow up Hie odd planet or two! 


ATOMLNO (Psygnosis) 

(Mode A) 

. r 2,395 (Level 38) James Tuliy. Brighton, Susies 
59,718 (Level 1 7) Me-ttoew Mole Allen. West Ewell, 
Surrey 
(Mode S) 

93,726 Chns (WAK) Everett, Worcester 

BLOOO MONEY (PsygnoalS) 

276,560 (Completed) Darren Jon" Sloper, Invergorden 
Ro55-5hhe 

255,650 (Comp- eledi Euan Walters. Whin moor, W 
Vorks 

242, 75Q (Completed'; Martin Bast able, Stafford 


S3 530.000 Shane McEIrdy, Ntewry, Co Down 

KWIK $NAX (CodtMaslers) 

4.325.100 (Compleled! Punty, Norwich 
4,234,300 {Completed; Aiasdak Maciver, 
Knock Point, Isle Ol Lewis 
4.224.050 (Competed) Scott Leach. Sulton 
Park. Hull 

MIDNIGHT RESISTANCE {Ocean} 

1 ,000,345 {Completed) Matthew Dainty 
Shrewsbury 

600.026 Rouen Swindells, ParHaiowe. Dorset 
164.965 (Cgmri i- iks) Coim, Clyde. Tgrrican 
McDefrriott 

MARC (Ocean) 

i .210.950 (Gompleled) CJ Berry, Woollen, 
Liverpool 

564,600 (Camptetetl) C Madrtocks. 
KHIarnareh* Shell , eld 
560.150 (Completed) Dominic Williams, 
Gannon, S Wales 

WAVY S E A L S (Ocean) 

213.565 (Completed ; Nei! the Navy SEAL' 
Higgs, Coventry 

210.940 (Completed) Steven King. Kendal. 
Cumbria 

199,340 (Completed) Ian Bridges. Had epwL 
Cleveland 

MIGHT SHIFT (Luoa&lilm US Gold) 

561 .300 Dauto Humphreys), Murroe, Co Llmeridt, Eire 
jao.000 Stephen Howe. Balllsodane, Co Sligo, Rnp 
Ireland 

$77,480 C Maddocks.. KlUamarsh. Sheffield 

POWER AM A {Mega-tape 21} 

7.175.825 Damon Nails, Evmouth Devon 
5,740,675 Jonathan Chapman. Grimsby, South 
Humberstoe 

5.130.200 Craig Patterefen, Salisbury, Wilts 


CHASE HO II: SPECIAL CRIMINAL INVESTIGATION 
(Ocean) 

I. 587.4DD Shaun Ataack. Worstey, Manchester 

i. IS 7. 500 (Completed) Darren Freeland. Hamilton. 
Lanarkshire 

661.600 (Completed) Steven King. Kendal, Cumbria 

CJ $ ELEPHANT ANTICS (CodeMasters) 

119,432 {Completed) Gratiam- Keelmg, Bournemouth 
Dorset 

11/, 60S (Completed: Geralnl flees, Llanelli. Wales 
115.587 ( Completed ) Craig Partenden, Salisbury. Wilts 

CREATURES (Thalamus) 

i 4.894 Graham Keeling Bournemouth. Dorses 
13.C84 Stephen Howe Baliaodare, Co Sligo-. Rep 
Ireland 

I I , 375 {Completed) Mrs Rfwna J Adams, Old Fawn, 
Sw.ndon. 

FLIMBO S QUEST (System 3) 

239,940 (Completed) Steven Kina Cumbria 
230.475 (Completed) Adrian Nicftl n. Rawmarsh. 
Roiherham 

157.255 (Complied) Scott Loach. Sutori Park, Hull 

(NTERNATiONAL 3D TENNIS (Palace) 

$3,031,534 Dfirv d (Wavy) James. Smeihwick. W Mids 
$1,218 736 Laurence Smith Auckland, New Zealand 
S7&6.391 Mark McGarry, Larne. N Ireland 

IVAN IRON MAN STEWART S SUPER OFF-ROAD 
RACER (Virgin) 

$10,050,000 Robed Jonas, Rochdale, Lancs 
S4.400.00Q Damon Naito, Exmoufh. Devon 


PREDATOR 2 (Imagev/orks) 

1,756.375 (Completed) Bart (Slade I Hendn*. Horsl, 
Netherlands 

PUZZNIC (Ocean) 

5.455.100 (Level 8-8) CC Barclay, Edinburgh 
3,601 ,1'M* [Level 8-8) lain McLaren. Aitortyv lie 

3.516.100 (Level 8 5) Stephen** Qepauw Bruxelles. 
Belgium 

REVENGE OF THE MUTANT CAMELS (Megatape 
19) 

131,085 Ftory Revs' Stamp CalmeL Cumbria 
116.684 Mart 'Mutenf Rhodes, Canmel. Cumbria 

ROBOCOP II (Ocean) 

7.868.000 (Completed) Matthew Calmly, Shrewsbury 

6.273.000 CJ Berry. VVoolton. Liverpool 

5.713.000 i Completed) Darren Freeland, Hamilton, 
Lanarkshire 

RUBICON {21 st Century Entertainment) 

1 2.4B0 Rob H, Tl API Reactor 

SPIKE IN TRANSYLVANIA (Code-Masters) 

18,010 (Completed) Scan Dado' McKee, Stowmarkel, 
Suffolk ' 

2,600 Graham Keeling, Bournemouth, Dor-tot 

SORTER HANE A (Megatape 13) 

38.270 (Completed i Steve Arnett, Hunt-ngdon. Camps 

TEENAGE MUTANT HEHO TURTLES (imageworks) 

18425 Paul Ashton. Pontydun, Mid Glamorgan 
1 7 666 Ian Fletcher. Dibdon Purlieu. Southampton 


THRU STAB ALL (Wteg^tepe 19) 

326,427 Damon Naile. Exmaul n, Devon 
26,650 Steve Arnolt. Huntingdon, Carnbs 

TIME MACHINE (Vivid Image Activision) 

7.786 Ian Fleeter. Difoden Purlieu. Southampton 

VENDETTA (System 3) 

(time LeM) 

41 .50 Punty, Norwich 

41 :21 John rte Vugl. Raoserdaal . Holland 

39:26 Chris (WAK) Evetell. Worcester 

WEllTFUS {irlogrames) 

6,142 1 64 lines) tficlof van Vlaardngen, Roller dam. 
Holland 

5,986 1 61 I res! Dartel Johansson. Sjuntorp, Sweden 
5,923 167 hnesj Parky. The Dark Hoorn, ZZAP 1 


ZYBEX (Megalapa 15) 

29,720 Steve Amott, Hurlingdofl, Cambs 



T, (1) Creatures iTholamvi) 

3. (3) Navy SEAL* I Ocean) 

4. H Lent Ninja III (System 3) 

5. H Lords of Midnight (Megatpe it) 

6. [-) Inti 30 Tennis (P place) 

r. (-) I Play 30 Soccer { Sim vl mo fldo ) 

a. (-} Midnight Resistance (Ocean) 

9* j—i RBI T (DomaHcj 

TO. jT) Rainbow Ulattds (Ocean) 

• TOP FIVE, COM EOI ANSI 

1 . Rabin William* 

T. Jasper Carrot* [?!| 

3. Rowan Atkinson 

4. Stove Martin 
A, Rile Mayall 
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MAX 

US Gold. £17,99 cassette, £19.99 disk 

M ax isn't mad but it certainly has a rich 
flavour, kicking oti with the incredible 
Turrican II Manfred Trenz's sequel 
surpassed even the ground-breaking 
original with some of the most stunning 
graphics ever seen on the G64, Most 
impressive are the huge superbaddies: 
several screens high, beautifully detailed, 
and yet moving around so smoothly and 
quickly you d swear your G64 had an 
Amiga-style Blitter chip. It's not only the 
huge setpieces which impress, however. All 
the graphics exhibit a slickness more 
commonly associated with arcade 
machines, while the varied soundtrack j $ an 
aural delight, varying — to suit the action — 
from subtle, atmospheric pieces to 
pounding rock themes. 

But it's not only this undoubted technic 
brilliance that makes the game great: the 
action is superbly designed with the 
Turrican character armed to the teeth, 
multipurpose ray gun (whose firepower 
oe enhanced by collecting power-ups) 
doubles as a laser sword which Turrican 
can swirl around himself, In addition, he 
can turn into a gyroscope to roll along the 
floor, lay mines in this form or even activate 
the super smart bomb to create total 
mayhem on the screen, Not only do the 
arcade adventure levels pack plenty of 
variety with countless types of enemy, 
there's even a horizontally shoot- 'em-up 
world (comprising three levels) with 
Turrican at the controls of a spaceship, plus 
a vertically scrolling jetpack section, 

Turrican Its got the loti 
As a straightforward vertically scrolling 
shaot-’em-up, Sw/v can't boast that sort of 
variety, but it’s still a highly enjoyable blast. 
It's NOT the official sequel to Silkworm, yet 
it features one or two players controlling 
jeep and helicopter. Each vehicle has its 
pros and cons: the jeep can simultaneously 


playable. 


but, unlike 
the forward-firing 
heiicopter fly in* 
above, has 
negotiate ground 
obstacles and cross 
bridges. Of course 
there's the usual 
weapon upgrades to 
collect and countless 
enemy tanks, ground 
•installations and 
aircraft to really test 
your reactions, It's 
not the most original 
s all slickly done and very 


Night Shift ; on the other hand, is a 
completely unique concept. As Fred or 
Fiona Fixit, you're in charge of a toy 
production line: known as the Beast this 
consists of about eight vertically scrolling 
screens, You must jump and climb around 
it, making sure each bit Is working properly 
so that the toys (.Star Wars and other 
lucasfilm characters) come out in perfect 
condition at the bottom, A bike must be 
pedalled to generate power, a Bunsen 
burner lit to heat the plastic, and conveyor 
belts switched in the correct direction and 
synchronised so that the toy's head is put 
on top of its body. Later levels get even 
more chaotic with the addition of extra 
duties such as paint mixing and spraying, 
moulding, quality control, packing, and 
more than one type of toy to make, ft's so 
easy for something to go wrong, with 
hilarious results such as Luke Sky walker 


Without doubt the weakest of the 
compilation's four titles, St Dragon is a 
conversion of a rather lacklustre Jaleco 
coin-op, A pretty straightforward 
horizontally scrolling blaster the only 
novelty is that you control a snake-like 
'dragon' with a protective tail to curl around 
yourself. Collect extra firepower and it 
becomes even easier to slaughter the 
enemies and it shouldn't take you long to 
complete. It's okay filler material, but on the 
dull side with an annoying glitch that 
occasionally kills you for apparently no 
reason. 

RECOMMENDATION: None of the games 
have previously appeared on compilation or 
budget — incredibly, they're all under nine 
months Did. With the Inclusion of the classic 
Turrican l( and two other very good titles, 
you certainly get max value for money. 


T E RAI B W 
CGI ECTION 

Addicted To Fun, £9.99 cassette, £15,99 
disk 

O * cean's new compilation label kicks off 
in fine style. The Rainbow Collection 
features three Taito coin-op conversions: 
Gold Medals Bubble Bobbie and Rainbow 
islands, plus the Sizzling New Zealand 
Story , 

Bubble Bobbie is the oldest of the trio 
and has recently been 're-rereleased' by 
Ocean's budget label. The Hit Squad, This 
timeless classic stars Bub and Bob, two 
cute dinosaurs who blow bubbles to trap 
the monsters which walker fly around each 
of 100 single-screen levels. You need to 
jump on trapped baddies to Kilt them, but 
take too long and they get red with anger, 
burst out of the bubble and chase after you I 
There’s bonus fruit and special items to 
collect, plus special water and lightning 
bubbles to burst on some levels. 

The game is great fun to play on your 
own, but two- player games are even better 
with cooperation required to kill the 
monsters but also plenty of mad scrambles 
for the bonus items. 

The game's sequel, Rainbow islands 
lacks a simultaneous two- player option but 
is just as playable. After defeating the evil 
Von Blubba in Bubble Bobbie, Bub and Bob 
broke his spell to return to human form and 
subsequently built the beautiful Rainbow 
Islands. But Von Blubba has returned with 
a vengeance to wreck their paradise and 
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Qiv .0 underwater, but 
needs to resurface 
before he runs out of 
air and drowns t Of 
course, there's plenty 
of points and power- up 


items to collect some 
hidden warp pates, and 
huge end4evel baddies 


C- Z1Z 


Zlzn , . 


iwf: 


Such variety 
replay and 
ul graphics 
3 a joy to 


in the c 
charac 
makes 
play. 
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Rainbow islands Is the 
only title not to have already appeared on 
budget but with two Gold Medals and a 
Sizzler this is a compilation of real quality. 


capture all seven islands. v ■ . 
Each island consists of four vertically 





scrolling stages, filled with platforms and 
plenty of walking and flying ratios These 
can be killed by hurling magic rainbows at 
them, or by jumping on a rainbow above 
them. Bub can also use multiple rainbows 
as stairways to climb up the screen — he 
must reach the top before a rising water 
level catches up with him. Every island has 
a different theme, ranging From the cutesy 
Toy Island to spooky Vampire Island, and a 
huge end-baddie to defeat. There's also 
plenty of items to collect including seven 
different-coloured gems for a special 
bonus. 

A stunning conversion by Graftgold 
captured all the cuteness of the coin-op 
with super-colourful cartoon graphics and a 
jolly soundtrack. And it plays as good as rt 
looks- — Ilfs incredibly addictive. 

New Zealand Story is another cutesy 
coin-op conversion, probably the cutest on 
the compilation. Tiki the fluffy little kiwi must 
rescue his kidnapped friends, one on each 
of 20 multidirectional^ scrolling levels. Tiki 
can use his bow and arrow against hostile 
cutesy creatures -o eluding teddies on flying 
platforms which Tiki can steal. He can even 


pm,/ mum 

OLLECTION 

US Gold £17.99 cassette, £19.99 disk 

C APCGM are one of three truly massive 
Japanese coin -op makers — the others 
being Taito and Sega, Starting with the 
otherwise banal Black Tiger, all recent 
GAPCOM coin-ops have used the CP 
graphics chip which has made possible 
some of the most spectacular, colourful and 
highly detailed graphics in the arcades. All 
eight games below used the chip, but 
some programming teams extracted the 
core gameplay to make for great 064 
conversions, others didn't-. 

One of the stars of the show. Ghouls 
V Ghosts (96%, issue 57) Is the very 
successful sequel to the classic Ghosts 
W Gobi ins. Yet again King Arthur dons 
his armour to rescue his beloved 
Princess Hus. Five incredibly varied and 
imaginative levels are filled to the brim 
with loads of different baddies trying to 
strip Arthur to his underwear and 


Another top notch Software Creations 
conversion, LED Storm (94%, Issue 47) 
has you zooming through nine vertically 
Scrolling levels at the wheel of futuristic 
sports car. floadhogs get in your way and 
drain your energy on contact, but can be 
destroyed by jumping on them. You also 
need to lump to clear The occasional gaps 
in the sky-high road. It's a simple concept, 
but the fast-paced racing action is instantly 
addictive with lots of nice touches including 
huge juggernauts and the frogs which grab 
onto your bumper to stop you 


TEST DRIVE 2 — 
THE COLLECTION 


American states. The compilation brings 
together all lour data disks: both classic 


Accolade, £54.99 dish only 

A n odd sort of compilation this as 
there's only one game on t|1 The 
game is Test Drive 2 . pitting Ihe Ferrari 
F 40 against ihe Porsche 959 in an 
illegal road race across nameless 


car and scenery disks. 

The Muscle Cars disk sees five 
legends roar back to life from ihe '60s, 
white the Supercars grves you the 
chance to race the monster cars of the 
modern age, from Lamborghini 
COuntaeh lo Lotus Turbo Esprit — all 

with their own 

- - - - - i i m 02* * authentic facia. 

Bring these wild 
ride machines 
together with 
the California 






Challenge and Thankfully The Collection fs a disk- 

European only product as a tape version would be 

Challenge disks a nightmare — the amount ol disk 
and you have swapptng to use the scenery and car 

enough disks is considerable. However, you can 

combinations of create a Play Disk on which lavourite 
cars and car and scenery data can be saved. Ihis 

scenarios to cuts down on a lol ol swapping but the 

saiisty any disk access is still heavy, 

dream car the original Test Drive didn't fare loo 

driver (even Phil well (46%, Issue 35) and isn't included. 

Door Wobble’ bul Test Drive 2 q ot a respectable 77% 

K^g)- ( Issue 51 ). The presentation -is still first 
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SUPER SEGA 
VOLUME V 

US Gotd EI7.99 cassette, 
£19.99 disk 

I ncreasingly dominated by its 
Capeom and Sega licences, 
'Japanese Yen' seems a more 
appropriate name tor the US 
Gold these days! 
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Nevertheless the odd title 
does occasionally escape their 
cheque book, with Virgin's 
Golden Axe being the biggest 
hit of all the conversions here. 
The men behind the code. 

Mark Kelly and Steve Crow 
(AKA Visual FX), shot to fame 
with Turbo Out Run and here 
aimed to revolutionize beaf- 
em-ups as dramatically as 
race games, That’s a tough 
task to lake on considering 
C64 sprite Itmitaiions — putting 
a lot of baddies on screen 
means you cant have nicely 
detailed sprite overlays and 
Ihus They end up looking very 
blocky, eg Shadow Warriors, 
Final Fight etc. 

Visual FX went In the 
opposite direction, going tor 
big. superbly detailed sprites 
with tons ol frames ol 


class, the various cars are 
shown in some brilliant side on 
pies and are slickly shown 
wheeling across the screen 
■I makes all that disk- swapping 
worthwhile! Unfortunately I he 
actual racing element is a very 
workmanlike attain with slow 
screen update and a sluggish — ■ 
illusion of speed due to slow- 
moving roadside objects. To 
cap it all it's made rather dull i! v 

you opt for the slower lop 
speed, Auto shift gear option, 

Nowadays it seems 

technically rather dated, noi coming out 
very well in any comparison with Super 
Monaco GP and Stunt Car Racer, but 
it s still rather playable. Although lacking 
graphical ihrills. the game scores due to 
its emphasis on realistic driving with 
realistic gears, rear view mirror, 
oncoming traffic, engine blow outs and 
police cars handing out speeding 
tickets Add to (his some ol the mosl 
desirable cars m the world and you've 
gel a fairly attractive package — even if 
the various scenery options don'c make 


animation. Add in fire breathing 
dragons to ride on, glorious 
backdrops, great somcs and 
stunning presentation well 'it's 
Gold Medal lime' as Stu said ai 
the time 

The price of I his audio visual 
showcasing is the lack of a 
two- player mode and limitation 
that only one baddie can be on 
screen at a fi me This 
means gameplay can be 
a bit repetitive, although 
the baddies are fairly 
varied and building up 
magic — lor sortie 
spectacular smart bomb 
FX — is good fun 
The worst problem is 
Chat putting the game on 
laps was left to some 
nameless duplicator and 
the multiload isn't incredibly 
friendly, although better than 
Turbo and this version at least 
won't tack level live — as the 
first batch did I 
Shinobi — also originally a 
Virgin game — takes the 
opposite approach to beat em- 
up action, although in truth its 
more of a shoot-'em-up with 
shuriken rather than bullets or 
lasers. In this game there are 
no sprite overlays, but the 
graphics are so well done this 
isn't a problem with minimal 
blockmess and great end level 


i. » fi . 


M 


opponents. Gameplay is a tried 
and tested formula of I eft-rig hi 
platform action but with 
shurikens, a good subgame 
and very vicious difficulty level 
It's undoubtedly one of the besi 
games on the pack, but at two 
years old there’s been several 
compilation appearances 
already plus a recent budget 
release. 




The rest ol the games were 
alt originally published oy US 
Gold and by and large are 
workmanlike efforts which 
unlike Axe certainly aren't 
aiming to revolutionize 
anything. With Arc 
Development's Crackdown 
conversion this isn't so much of 
a problem t he original coin op 
gameplay was rather dated — 
a split -screen variant on 
Gauntlet with two commandos 
sneakin' n shoolin Iheir way 
around 16 varied levels 
planting bombs — and the C64 
version captured this 
reasonably well Particularly 
playable in two player mode. 
i( earned 86% in issue 60 
although Phil's comment 
made clear his reservations. 
Okay 1 1 doesn't 
look stunning, or 
offer much 


gameplay innovation, bul this 
stealthy Gauntlet variant will 
take a fair while to conquer and 
good two player games are 
rare 

Super Monaco GP s only 

arcade innovation was its 
seven-gear geai change - 
thankfully optional — and was 
otherwise very conventional. 
Probe handled the conversion, 
inevitably dropping the com- 
op's huge side graphics, but 
Grant SCI Harnson certainly 
kept the speed up and She 
rear- view mirror works well, 
creating a real sense of being 
in the head ol a Fi race II got 
a Sizzter in Issue 71 . and «1 in 
retrospect it was probably a lad 
easy it's still great stuff for a 
compilation (on which it's 
arrived surprisingly soon) 

Back on the beat- 'em -up trail 
we have Creative Materials E- 
Swat. a truly hideous version 
of a weak coin op The 
RoboCop - inspired gameplay 
could've made for a great C64 
game bul poor graphics, 
repetilive and programming 
gl ilc lies, such as baddies legs 
and bodies nol always being 
•connected as they came on 
screen, made for a game that 
did the UB Gold name real 
damage. 

RECOMMENDATION: Axe Is 
the real star here, bul Super 
Monaco and Crackdown are 
strong supporting acts even if 
the dire E-Swat and oft 
re re leased Shrnotw aren't 




much difference Once you've tried ou! 
all the cars the tough, and rather 
irritating gameplay could become 
ultimately discouraging, but selling new 
saved to disk race limes has some long 
term appeal. 

RECOMMENDATION: A good value 
lor money compilation lor the car freak 
Garners more addicted lo stunning 
graphics and brain -blurring speed lhan 
exotic cars should approach with 
caution though. 
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jumping — waggle to shake them off! Not to 
mention the great presentation, parallax 
scrolling and another classic Foliin 
soundtrack! 

Though also a Sizzler, Forgotten 
Worlds (93%, Issue 50) was surely vastly 
overrated by the then ZZAP! crew. It’s a 
decent enough conversion but not that 






special. One or two players are armed with 
guns which can be rotated by holding down 
rue and f eft/right to blast alien ail-comers on 
six horizontally scrolling worlds. Zeoriy 
coins can be collected to buy power-ups in 
one of the shops which occasionally 
appear, it's straightforward no-nonsense 
blasting fare with the heavy attack waves 
marred by lots ol flicker. 
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Another mindless blast-’ em -up. UN 
Squadron { 67%, Issue 70) similarly 
features horizontally scrolling, simultaneous 
Two -player action. This time, though, the 
players are flying liny fighter planes 
contending with an endless onslaught of 
military hardware. Its playable for a few 


me next area. certainly 
not the best of Capcom 
coin -ops it offers very little 
gameplay or graphical 
variety. 

By contrast Strider is 
one of the most 
imaginative, spectacular 
and playable of the 

CAPCOM coin- 
ops. An athletic, 
cartwheeling 
hero flashes his 
laser sword 
through 
battlegrounds 
including 

downtown Moscow, the chilly 
Siberian wastes, a jungle scene 
populated by Amazon women 
and finally the battleship Ballog, 
Unfortunately Tiertex got their 
hands on the C64 conversion, 
throwing ninety percent of 
gameplay and graphics away to 
make a truly tedious game, Strider (42%, 
Issue 57). Two entire levels are missing, 
while the remaining levels lack the vast 
majority of the creatures and even simple 
soldier sprites rarely appear. If there were 
reasonable time limits you could complete 
it all on your first go; as they're not and 
ollision detection is poor it might take you 
a bit longer, but why bother? This must 
rank as one of the most pointless arcade 
conversions of all time. 

Stricter ft (62%, 
Issue 69) is the only 
title here not based on 


Dynasty 

Wars [62%, Issue 63), on the 
other hand, is repetitive and boring from the 
word go. Crude gameplay has the horse- 
mounted hero fighting footsoldiers and 
other cavalry in Ancient China. Each of 
eight levels consists of several single- 
screen combat zones where all the 
enemies must be destroyed to scroll onto 


a coin -op, with Tiertex having created their 
own original sequel. It doesn’t bear 
serious comparison with the CAPCOM 
game, but is more suited to Tiertex’s 
limited talents, Despite featuring blocky 
sprites and largely monochromatic 
backdrops it’s marginally more playable 
than its C64 predecessor, although 
exploring the labyrinthine levels gets 
repetitive. The only innovations are the 
hero's laser gun and his end -level 
transformation into a sluggish armoured 
robot. 

Just as conventional, Last Duel {72%, 
Issue 49) is a standard vertically scrolling 
blaster with you controlling a car (which 
can leap over obstacles) and space fighter 
on alternate levels. Technically it's no 
great shakes with basic sound, blocky 
sprites and jerky scrolling, but it plays 
much belter than it looks so it's not too 
bad at al!| 

RECOMMEND- 
ATION: An awful 
lot of filler and only 
two really good 
titles, one of which 
{LED Storm) has 
already appeared 
on budget. Also, 
four of the titles 
{Ghouls W 
Ghosts, LED 
Storm, Forgotten 
Worlds and 
Stridor) were 
featured on the 
Platinum collection 
so think about this 
compilation before 
parting with your 
dosh. We warned 
you. 
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The riew Arcade Action Games Pack is THE 
software cohipendlyrn lor Amiga owners, featuring 
ter top lilies wilh e variety of different types of 
games for you to enjoy. Each title la packaged In 
its own plastic case, with a colour sleeve end lull 
instructions. The Arcade Action Pack Is FREE! 
•when you buy your Amiga 5Q€ from Silica, 


FREE!\ _ £ 219.78 
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PHOTON PAINT 2,0 
GHAPHICS PACKAGE 

Every Amiga SCO from Silica Systems comes with a FREE 
Photon Paint P.D (RRP Efi9.$5), one of the most advanced 
arl packages available for me Amiga. With it. you will be 
able lo harness the extra-ordinary graphics power of the 
Amiga and produce inspirational 
pictures in minutes With 4096 
■colours, your pictures will reach life- 
like appearance. These can be 
animated in real -tune using a vast 
range of graphical effects, including 
blending colours and dithering, 
stencils, shadowing, -fST 1 *™ 
contour mapping andi f OQ QC 
Surface mapping. LG wav V 
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fAffl 16 NIGHTS HOLIDAY 
rnCB HOTEL ACCOMMODATION 


Every Amiga from Silica comes with a FREE 72 page, full 
colour brochure with accommodation vouchers. These 
vouchers enhtfa 2 people to stay up to 16 nights in One 
hotel (or any number of hotels to a total of 16 nights] with 
accommodation FREE (you 
could take up to sLk nights lor 
tour people, or other options]. 

Choose from the 250 hotels 
featured in the catalogue. All 
you have to pay for are your 
meals (prices are listed in the 
brochure). Reduced rales in sop 
London hotels and hotels in 
France are also featured. 
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I ts title may well pay homage to las/ 
Mfo/a I and W. which several Vivid Image 
people worked on, and F/rsf Sarcwa/s 
plot also has a familiar ring with an Ancient 
Japanese hero travelling forward in lime to 
pursue an evil villain. His destination isn't 
contemporary New York though; this hero 
suffers his f utu reshock in 2323! It's a world 


Vivid 
Image 
might not 
be famed 
for their 

prolificacy, but the games that they do produce 
are famous for their imagination and Innovation. 
Hammerfist and Time Machine both earned 
Sizzlers, but their third game — First Samurai — 
looks set to better even those high standards. 
PHIL KING goes 'back to the future' to find out 


populated by mutants and robots, quite a 
surprise for our Samurai hero who was a 
lowly lax inspector's assistant (I}, now 
determined to avenge his master's murder 
by the Demon King. 

Vivid Image's Mev Dine admits that the 
First Samurai name started out as a joke, 
"But it grew on us and we realized it was a 
good title. We wanted 
to do another martial 
arts game, and as we 
couldn't really use a 
Ninja again, we 
decided to have a 
new Samurai hero;' 

With the change of 
hero comes a change 
in perspective. Rather 
lhan Isometric 3-D, 
First $amumi utilizes 
a side-on, 
multidirectional^ 
scrolling view with the 
athletic hero leaping 
around platforms and 
even climbing up and 
down waits. He aiso 
has a considerable 
number of martial 
arts moves at his 
disposal including 
several types of 
punch, high and 
flying kicks and the 
classic leg sweep. 

Killing the various 
energy draining 
creatures that 
continually appear 
reveals their floating 
spirits which can be 
collected to boost the 
hero's magic power. 
Only when he has 
enough at this is he 
able to use his 
Samurai sword to 
slash m various 
directions — it may 
even be used to dig 



• Despite the future setting, Matt Sneap's attractive backdrops 
retain a feel of Ancient Japan. 



through 
certain 
destructible 
walls and 
floors. In 
addition, special 
missile weapons 
can be tnrown when 
collected. 

With this multitude 
ot moves you might 
expect a fiddly 
control system, 
something which Mev 
was keen to avoid. ‘We 
tried to make it easily 
accessible so anyone could 
just pick up the joystick and play. Both the 
Hammerfisi a nd Ninja controls were a bit 
complicated." 

First Samurai has been designed in 
conjunction with Raff (Cybemo/d) Cecco, 
who is programming the Amiga version — 
the C64 is the only 8-bit machine to get a 
conversion. Mev explains, 'Initially the 
game design was so ambitious that we 
thought it would be too difficult to do any 8- 
bit versions. But later we realized the C64 
was still a good machine which could 
handle the scrolling and efficiently store the 
huge level maps. It's good at this sort of 
game.' 

WEALTH OF 
EXPERIENCE 

The 064 conversion is being handled by 
freelance programmer, Jon Williams. Based 
in the 'sunny seaside town" of littlehampton 
on the south coast, Jon is an industry 
veteran of some eight or nine years — he 
refuses to disclose his exact age f It's such 
a Jong time since rny birth’ I), but claims to 
be ‘between driving Licence and bus pass 
eligibility!’. He also denies allegations of 
programmers earning megabucks. 'I don’t 
know where these big money rumours 
started, but they’re certainly noi true.' 

Asked whether he has a Ferrari in his 
garage, John laughs, 'No. just a pair ot 
bicycle clips. And no, they're not gold- 
plated!" 

Jon began his programming career on 
the old Atari 800, with his first game 
Jet boot Jack, This was followed by several 
titles for Commodore's i I Mated Cl 6 when it 
first came out. His subsequent 1986 C64 
debut, the medieval multi -e venter Knight 
Games. Sizzled pack In Issue 17. Attar this 
came Ofokand a bnef excursion into 16-bit 
with Fyramax on the Amiga. 

More recent CG4 credits include US 
Gold's Shadow Dancer and Elite's 
disappointing last Battle— Although I was 
told my conversion worked out better than 
the original Sega console game. Jon also 
admits to doing some work on Mirror softs 
dismal Bach To The Future it, but is keen to 
point out he was asked to step In at the last 
moment just to complete the project! 

As with Shadow Dancer, Jon has found 
working from start to finish on Ftrsl Samurai 
much more rewarding. Though given a 
fairly tree rein by Vivid Image, he is 
attempting a fairly stnet conversion, I've 
tried to gel it as close to the Amiga as 
possible Obviously l had to cut dawn on 
Ihe numbei ot spntes on screen To 
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counteract the loss of difficulty, the baddies 
materialize near the player rather than 
wandering onto the screen. One thing I 
wasn't prepared to compromise on was the 
size and number of levels. The map is 
huge, the same size as the Amiga's, in fact, 
with near enough the same Layout. It’s so 
big it takes me half an hour to explore when 
editing!' 

The sheer scale of the game 
necessitates the many regeneration points 
{where you restart when killed), and a 
multi load. Each of five loads will contain 
four "levels'; different sections of the overall 
map only accessible by solving special 
puzzles — as with the Last Ninja games, 
it's not just mindless beat-'em-up action, 

'It's basically an arcade game but with the 
addition of a puzzle element, You have to 
search around to find the magical objects 
needed to overcome hazards at the end Of 
each section.' 

With the light magical objects collected, a 
powerful Wizard-Mage can be summoned 
to help you. For instance, at the end of the 
first level he builds a bridge to allow you to 
traverse a waterfall, Once you've done this, 
however, it s not all over. You must also 
defeat an end-of-level baddie such as a 
dragon snake, metal skeleton Samurai or 
large metal spider. 

Despite its future setting , the game 
retains the feel of Feudal Japan with 
Oriental buildings, trees and animated 
waterfalls which the hero can walk behind 

• You need the special magical objects 
to get past the volcanic lava. 
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• The agile hero can easily climb up walls 
explores the vast levels. 


• Ducking to avoid the flames, the Samurai finds a chest — opened by hacking it 
with his Impressive sword and containing magical bonuses. 

In an impressive 3-D effect — 'It wasn't too 
difficult to achieve, though I had to put 
some thought into the placement of the 
items, and I think it adds that extra bit of 
finish. 1 

DISTANT RELATIONS 

The graphics are being done by Matt 
Sneap who lives hundreds of miles away in 
Derbyshire. In tact, Jon has met his 
partner only a handful of times, but 
doesn't find long distance collaboration 
a problem, it's fine as long as you work 
with professionals, and Malt certainly 
knows what he's doing.' 

Matt is another man who won't 
reveal his exact age {'Its a lot less than 
Jon — I'm young enough to be his 
grandson!') . and has been in the 
industry for seven years. He started his 
career as a programmer, working on 
several 'unmentionable' titles plus 
Mission fmpcssibubbte Ion Hewson s 
as well as performing athletic leaps as he 




Look out for that pfnk bat! Hit him! Go 
onl Stop looking at all the pretty freest 

4th Dimension compilation), before 
specializing as a graphic artist. He now 
works for Eurocom, a Nintendo 
development company, and has created 
the graphics for NES titles such as Elite, 
Magician and John Smith Special Agent 

For First Samurai he's using a special 
graphics editor created by Vivid Image's 
John Twiddy — It’s bloody awtull No, only 
kidding, it's reaiiy good; Graphics are first 
created on the Atari ST and PC, before 
being ported down to the G64 ior further 
tweaking. 

Matt has had little trouble recreating Rail 
Cecco's dazzling Amiga graphics. The 
hero, in particular, is superbly animated 
with a multitude of impressive moves — 
especially the sword swings complete with 
blur lines. 

End-of -level baddies were also easily 
converted. They weren't a problem as 
they're not huge on the Amiga. The metal 
spider uses three sprites, as does the 
Samurai. The main problem has been 
cramming everything from the Amiga game 
into the C64 character set. Level 1 was 
particularly bad. putting characters all over 
the place. Bui it was Jon who really had to 
sort that out. He's nol so bad for an old 
man!' 


First Somurai will be published 
by Imagev/orks for £10.99 and 
£ 1 2.99 sometime before Xmas 
— the precise release dale Is still 
undecided! 


FEATURE! 


You already know 
what the best C64 
magazine is - 




You must have already noticed that Zzap! 
is the best magazine on the planet for red 
hot C64 news, views and reviews. 

If you're getting an Amiga this Christmas 
or are even just considering an upgrade, 
there's a magazine you just cant afford to 
miss. 

Every month AC is packed with the most 
interesting features, the most radical game 
reviews, the most up to the minute Amiga 
news and the most crucial CoverDisk. 





The fun and excitement of your C64 is an 
ideal companion for the sheer power of 
the Amiga. 


Now with Zzap! and AC you can enjoy the 
best of both worlds - every month. 


A MIGA 

COMPUTING 


BRITAIN'S BRIGHTEST AND BEST AMIGA MAGAZINE 





tIAP i 64 DECEMBER 1991 • HUMBER 79 


no murv |in*TT|i 

But fear not because the Cork is back with your 
hints, tips etc. so that should cheer you up a bit. Ant at 
least Christmas is almost at hand. K remember last year 
The Scorelord dressed Phil in a fairy costume and forced him to the top 
of the Christmas tree at gunpoint. 

The fishbowl- headed one is also carrying on with his hosepipe attacks. 
Remember last month I revealed that 5c or el or d was responsible for the 
rain?. Well, we now have photographic proof that shortly afterwards he 
purchased five tons at curry powder, so expect hurricane force winds 
very soon Jnow that Is depressing news). And now without further ado 
we open hailing frequencies and go where no man has gone before. 


ULTIMATE MUSIC 
HACK II 

Here are the rest of the Waz P data lines 
for the Ultimate music Hack printed last 
issue. 

CYBERNOID (Hewson) 

100 DATA 

0,1 ,0,1 .0,1 ,0,1 ,0.0,174.6.174.169,0 

CYBERNOID 11 {Hewson) 

100 DATA 

0,1 ,0,1 P 0 ( 1 ,Q r l. 032,166,38, 166, 162,0 

NINJA {Mastcrtronlc) 

100 DATA 

0.0.0.0,0,0.0,0.0,0,200,6.200,169,0 

HUMAN RACE (Mastertronlc) 

100 DATA 

0.0.1 ,1 .2,2.3.3,4.28.177,6.160,169,0 

MOONSHADOW (Idea) 

100 DATA 

0.1, £.3.0.1, 2.3,0.1.0,40.6,40.1 69,0 


EXILE 


(Audiogenic) 

Thanks go to the Gary al Audiogenic 
for these handy Exile tips to gel you 
started, more will follow soon {fingers 
crossed). 

When you play Exile, you arrive on the 
planet Phoebus weaponless and item I ess. 
The first collectable objects are grenades. 
These behave Just as you would expect.,, 
when you drop or throw a grenade it 
counts down tor a few seconds with a 
suitably alarming sound effect, and then 
explodes violently. The manual that is 
supplied with I he game suggests you 
collect one grenade and use it to blast 
through the hatch Into the underground 
labyrinth. You can, in fact, collect several 
before venturing underground. 

The first grenade (the one mentioned in. 
the manual) is on the surface of Phoebus, 


NINJA SPIRIT (Activision) 

100 DATA 

0,1, 2,3.4, 5, 6, 7,8, £30,1 64, 67.1 65, 169,0 

ARMALYTE (Thalamus) 

100 DATA 

0,1 ,2,3,0. 1 ,2,3.0, 1 ,0,192,85U 92,169,3 

DRAGON BREED (Activision) 

100 DATA 

0,1 ,2.3,4,5.6,5,4.56.88,151 .88,169,4 

ALTERED BEAST (Activision) 

100 DATA 

0,1, 2,3, 4, 5, 0.1 ,2,0,224,90, 224, 169,0 

SNARE (Thalamus) 

100 DATA 

0,1 .2, 3, 4,3, 2,1 .0,205,39,42,40,169,0 

APB (Do mark) 

1 00 DATA 

0,1,2,3,4,5,6,7,0,139,238,178,239,169,0 

STGHMLGRD LI (Hewson) 

100 DATA 

1,2, 3,4, 5.4, 3,2, 1,159,173, 162,173, 169,1 

MIDNIGHT RESISTANCE (Ocean) 

100 DATA 0,6,12,18,24,30,36,42, 


near the green flapping bird DON'T PICK 
IT UPlE, use the cursor down key to look 
deeper below the surface. You will see 
another grenade precariously balanced on 
a slope, which leads down to the windy 
shaft. Thus is an outlet tor the strong 
current of gasses expelled from the bowels 
of the pianet far below. Knock the first 
grenade so that it drops down through the 
narrow gap. With any luck il will dislodge 
the other grenade, they will then both roll 
down the slope and get caught in the 
updraft that lifts them to the surface. 

You can now catch them as they are 
tossed up and down in the turbulent wind 
from the shaft. Like any experiment you 
may need to attempt this more than once 
before both grenades are ejected. Now go 
to the left, under the derelict spaceship 
Pericles. Notice that you can fly up through 
the tubes, but the heavy cannon is 
blocking your path into the top cabin. If you 
let yourself drop right down onto the 


^eppeunj 

1 DO DATA 

0,1,2,3,4,0,1,2,3,219,196,0,192.169,0 

LAST NINJA 3 (System 3) — all levels 
load sequence 

100 DATA 

0,0,0,0,0,0,0,0,0,0,64,3,64, 1 69 ,001 

LAST NINJA 3 (System 3) - Intro 
sequence 

100 DATA 

0,0,0,0,0,0,0.0,0,0,178.3.178.169,0 

RAMBQ III (Ocean) 

100 DATA 

0,1 ,2,3,0, 1 .2, 3,0,1 ,0,224,224,224,1 62,0 

DALEY THOMPSON S OLYMPIC 
CHALLENGE (Ocean) 

100 DATA 

0,1 ,2,3,4,5.6,5,4.0,224, 1 06,224,1 62,6 

BATMAN — THE MOVIE (Ocean) 

1 00 DATA 

0,6, 1 2,1 8,24,0,6,1 2, 1 8,95,226,245,226, 1 62 

,12 

UNTOUCHABLES (Ocean) 

100 DATA 


ground, you can thrust up and gam 
enough momentum to knock the cannon 
high enough tor you to thrust sideways into 
the room, There you will find a third 
grenade; pick it up and store it away, 

Hy around onto the top of the Pericles 
and you will find a weak steel hatch. You 
don't need to use a grenade to get through 
this, simply wait around. Eventually a 
meteorite will fall from space and smash 
through the hatch. There is a meteor 
shower every few minutes and the odd 
stray lump of rock could land at any time, 
Go in through the handy hole and you will 
find a fourth grenade. You will now have a 
full complement of grenades to proceed 
with. It should be pointed out that it is nol 
always a good idea to pick up every 
grenade that you come across. You will 
soon have your pockets full and won't be 
able to pick up anything else. Leave some 
grenades tying around so that you can 
ooms back for them later. 


PLAYING TIPS! 





PLAYING TIPS! 



! | neck a nd find and col lect 

i the rose — but don't 7 
forget to use the glove. I 
I othen/vise the Ninja hurts 
' his hand and d.es. When the 
I Ninja comes to a targe 
yellow stal u a , hod noth i no 
| but the talisman and pray. 

I LEVEL FOUR 

K There are two items on this 
I level : the rope, wh ich is 
needed to cl i mb the step 
ladder out, and an apple, ft 
is possible to pass the spider, but it's best to 
use the map to find an after native route. 

Use the staff (it has a longer reach) to hit the 
Skeletons. Wien the ladder is located, 
stand next to the lowermost rungs, and use 
Ihe rope to escape. 

LEVEL FIVE 

Collect the apple and enter the palace using 
the key. Carry on walking ih rough the 
palace until the large nail- wielding statue is 
found. Hold nothing and edge up against it. 
Keep moving right and forwards (very 
slowly) until the Ninja passes it. Don't 
casually stroll past, as the statue will kill you. 
The entrance to the stairway is protected by 
a disintegration spell, so a little Ninja magic 
has to be collected from a nearby boiling 
pot. When the last Ninja turns green, he can 
enter the stairway to... 


Thanks to everyone who ■ 
sent In tips for this 
oriental arcade 
adventure — they've all 
been combined to 
produce the following 
complete(ish) solution. 

LE VEL ONE H 

The most important thing is 
to collect all the objects and 
weapons: a sword, nunchukas, smoke 
bomb, shuriken, pouch key and apple. 

When all the items have been collected, it's 
time to put the Dragon to sleep — that's the 
large lizard who frames the poor Ninja 
every time he tries to go past, To put pay to 
his pyromania, simply access the smoke 
bomb and lob il in Ihe dragon's general 
direction. When the scaly blowtorch slumps 
to the floor, it can be safely passed. 

LEVEL TWO 

Firstly collect the daw at the lion's foot which 
is used to climb the cliff — hold nothing but 
the cJaw and push Ninja against the drff face. 
Watch out for the crevasses — it takes a bit 
of practice to jump these safely. When you 
reach the wall, hold only the daw and walk 
backwards until the black-swathed hero 
clambers down like a monkey. Next, find and 
collect the glove and staff. To pass the fire- 
breathing statue at the end of the level, use 
the Ninja magic found near the glove. When 
the Ninja flashes, it's safe to go past. 

LEVEL THREE 

Get the talisman from around the statue's 


successful I 
hit sees the $51 
dog coll- 
apse to the ■ 
ground. If 

the bomb misses, beat a hasty retreat, re- 
enter the room and try again. The next 
hazard is the large statue with the bow and 
arrow. To pass safety, use 
the magic blood found on 
the floor (it looks 

like two q-i , ■ r ■ ■ 

misplaced l — ■ J 

pixels). rri — 

Continue until _ j * * *> 

you meet =j=^= j \ _j , LL_ 
heavily armed ( - _ 

Shogun. Use rr— 


the staff, enter 

the room, bash , 

Ih© guard once 
and exit Keep 
on doing this 

until he lies dead J&M ^ 

— The Ninja E| 

glows and is " 

[ransported to a 
mystery location 
where lieth the 

scrolls. Jump onto the central square in the 
middle of the room, use the pouch and pick 
up the scrolls. Watch the disappointing 
ending screen, and switch off the 
computer. 


The final level is the best! First, find the 
telescope and look through it for a very 
pretty effect, then get back to the action. 
Collect the sleeping potion and find the 
room with many vases. Hold the rose and 
push against the final vase 
to open up a secret door. 

Continue down the 

passageway until the giant 

“- r ": dog is encountered. Hold 

i only the potion, move 

towards the dog and ihrow 
I i 1 • it when it attacks. A 
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Apology time again, 
Waz P pointed out 
that the Ocean 
Multihack that l 
printed last month had 
a mistake in line 3. It 
should have read: 

3 FOR WA=304 TO 
411: READ Z: C=C+Z: 
POKE WA.Z: NEXT: 

IF C 


ENEMY NO WEAPON 
ENEMY WITH 
NUNCHUKAS 
ENEMY WITH SWORD 

ENEMY WITH S rAH- 

APPLE 
ENTRANCE 
NINJA MAGIC 
Sill t OE ARMOUR 


SCOUT (Mastertronic) 

100 DATA 

0,1 ,0,1 ,0,1 ,0, 1 ,0,0, 1 92,6,1 92, 1 69,0 

GAPLUS (Mastertronic) 

100 DATA 

0,1,2 ,3,4 ,3,2.1 ,0 , 32 , 234 ,33 ,234, 1 69 , 0 

STORMLORD (Hewson) 

100 DATA 

0,1 ,2,3, 0,1 ,£+3,2,1 ,1 55 f 1 70,1 61 ,1 70,169,0 

RASTERSCAN (Mastertronic) 

100 DATA 

0,0,0,0,0,0,0,0,0,176,1 59, 176,149,1 69,0 

OUT OF THIS WORLD (Reaktor) 

100 DATA 

0 ,0,0 , 0 f 0 ,0,0 , 0 ,0,2 12,1 54,36 ,53,169.0 

STRIKE (Mastertronic) 

100 DATA 

0,0,0,0,0,0,0,0,0.7,224,1 71 ,224,1 69,0 

STEEL (Hewson) 

100 DATA 

0, 2,4,0, 2, 4,0, 2,4,220,54.97,55,162,0 

SPELLCAST (Genesis) 

100 DATA 

0,1,2,0,1,2,0,1,2.1,160,19,160,169,2 

YOGI BEAH AMD FRIENDS (HI-Tec) 

100 DATA 

0,1 ,0,0,0. 1 ,U ,1 ,0,176,32,178,1 69,0 

OUT RUN (US Gold) 

100 DATA 

0,1, 0,1 ,0.0,1 ,1 ,1 .25,178,105,1 76,169,0 

IKARI WARRIORS (Elite) 

100 DATA 

0,1 r 0.1 ,2, 2.2,0, 1 ,154,224.0,224,169,0 

R-TYPE (Activision) 

100 DATA 

0,1 ,2,0,1 ,2,0,1 ,2,43, 1 05,0,1 04, 1 69,0 

BEACH VOLLEY (Ocean) 

100 DATA 

0,1 ,2,3,0, 1 ,2,3,0, 1 55,35,1 52,35,1 60,0 

SHADOW WARRIORS (Ocean) 

100 DATA 0,1 f 2, 0,1 ,2,0.1 ,2,0, 24 ,6,24.169,0 
EXTREME (Digital Integration) 

100 DATA 0 ,2,2 ,2 ,2.2 ,2 , 2 ,2,0, 175,32,1 77, 
169,2 

SPELLBOUND (Mastertronic) 

100 DATA 

0,1. 2.0,1 ,2.0,1. [ I J 

2 . 0 . 224 . 18 . 224 , 

169.0 I 

BLACK TIGER 

(us Gold) 

100 DATA HirjHRW 

C. 1.2. 3. 2. 1.0 l 

3.0. 224 .9.224. 

if p.pj MMnml 

POWER DRIFT 
(Activision) 

1 00 DATA 

1,1, 1,1,1, 1,1,1, 

M0 '34,0.184 

169.1 H9 


0.6, .12,16, 24,30,36,42,48.11 ,44,171 ,44,16 

2,0 

NEW ZEALAND STORY (Ocean) 

100 DATA 

0,6,1 2,1 8,24.30.36,42,48,99,1 1 0,249,1 1 0, 

162,0 

RENEGADE 3 (Ocean) 

100 DATA 

0 h 6J 2. 18, 24, 30, 36,24, 12, 21 0,1 49,91 ,150, 
162 12 

RUN THE GAUNTLET (Ocean) — title 

screen 

100 DATA 0,6,0,6,0,6,0,6,0,0,144, 

237.144.162.0 

RUN THE GAUNTLET — land sections 

100 DATA 0, 6,0,6,0.6,0,6,0,21 5,93, 
105,94,162,6 

RUN THE GAUNTLET — water sections 

100 DATA 0,6,0,6,0.6,0.6,0,60,105, 

208.105.162.0 

RUN THE GAUNTLET — the hill 

100 DATA 

0,6,0 ,6,0,6 ,0,6 . 0 , 1 78, 1 40 , 70, 1 41 , 1 62 ,0 

WEC LE MANS (Ocean) 

100 DATA 

0,6,1 2,0,6, 1 2, 0,6,1 2,52,225,3,226, 1 62,0 

ROBOCOP (Ocean) 

100 DATA 

Q ,6, 1 2,1 8,24,1 8,1 2,6,0, 1 28,36,79,37,1 62,0 

OPERATION WOLF (Ocean) 

100 DATA 

0,1 ,2,34,0,1 ,2.3,182,235,33.236.162,0 

VINDICATOR (Ocean) (part 1) 

100 DATA 

0.1 ,2,3,0. 1 ,2, 3, 0,21 0,41,73,42,1 62,0 

DRAGON NINJA (Ocean) 

100 DATA 

0.6.12.18,0,6,12,1 8,0 ,118 r 224,7£ ,225 ,162, 


PLATOON (Ocean) 

100 DATA 

0,1 0.20,0, 1 0,20,0,1 0,20,1 5,226,1 49 r 227,1 

60,0 

REVENGE OF DOH (Ocean) 

1 00 DATA 

0,10.20,30,40,50, 40, 20,10,15,141 ,219,14 

2,160,50 

BLACK LAMP (Firebird) 

100 DATA 

0.1 ,2, 3. 4, 3,1 ,2,0. 144,94,84,95,162,0 

L.E.D, STORM (US Gold) 

100 DATA 

0 1 ,2,3, 4, 5,6, 5, 4.1 2, 1:04,1 96, 1 04,1 62,0 

PETER PACKRAT (Firebird) 

100 DATA 

1 ,2,3,1 ,2,3.1 ,2,3,3,240,6,240,162,3 

BIONIC COMMANDO (US Gold) 

100 DATA J Vi 

0 , 1 ,2, 3 ,4 ,5.6 , 5 , 4.3, 102.180.102,162,4 

PSYCHO PIGS UXB (US Gold) 

100 DATA 

0,1, 2 f 3 ( 4,5, 4, 3,2, 133,1 34,77, 155, 162.4 

GHOULS N' GHOSTS (US Gold) 

100 DATA 

0.1 2.3.4.5.6.4.5.83,97 52,98,162,0 

AGENT X II (Mastertronic) 

100 DATA 

0.1 .2,0.1,2,3,3,2,0,104,1 65, 1 04,162,0 

CJ S ELEPHANT ANTICS (Code 
Masters) 

100 DATA 

0.1 ,2,3, 4, 3,2, 1 0,0.169,9,169,169,0 

HAWKEYE (Thalamus) 

100 DATA 

0,1,2,3,4,5,6,5,4,90.123,152,123.162,0 

DYNAMIX (Mastertronic) 

100 DATA 

0,1. 2, 0,1,2, 0.1 .?, 0,64, 6,64,162,0 


(Mlrrorsott) 

Even though there will be no more Back To 
The Future games. Mirrorsaft themselves 
have sent me these handy tips, Many 
thanks go to the ever helpful Alison Stroud 
(I love ya Iota, Ali). 

GAME ONE — mi SUCK 
BOARD CHASE 

1 . Pick up all the luggage that Clara has 
dropped from the back of her runaway buck 
board; luggage equals points (and what do 



PLAYING TIPS! 






G^£S DiSC 

aDCON&Tn’JC'OhlKlT 17 M !7ffl 

&ARDS7AH3 to* lift 

nmKKSS^ Nf'A..H.-99 

BETRAYAL NM..UJ9 

BRUM CLDUSH fCOTlAL F0RTUC9S H5LB8 

SUCK H0QBB._. MU7H 

OAMPlGNS Of KR Yffl _... WA..1 7 SO 

CLUEDDM4STEK,C€TB; T IVE ’.50 N'A 

caossus badge j_ &® mb 

COLOSSUS CT4SS 4 7.a A9» 

CfilCICr CAPTAIN IMH.... 7.50 4 A 

CURSE C* AZURE BONE . N'A.-1'SC 

CVCU£S _...NEW 5ft. ...7 ft 

amy douoje hcgse aacpjg ^..mw 

OAfiKMAH 750 ic&g 

DEATH KNhSHTS OF KflYNN . N'A U S3 

D tFUQWCV...._ - .7.50. JO. W 

-" ’■ -..CHES SOCCER- .7.51) .. 0ft 

F-*fi COMBAT 1D.H 1 3 ft 

FINAL BLQttBQKNg...- NEW 0 9? tO ft 

FINAL FIGHT „WJ. (t® 

FUN SCHOOL 3 (Uif 9.ft..12ft 

FUN SCHOOLS ST) JMJjJl 

r UN SCHOOL lify 0,35 1255 

GATEWAY FRONTIER NEW JWUJ® 

GCLBENAH T.fflJDft 

GFWC FRIX iCiH| „„ _JB I NA 

GRfliJNS? ... 

GUN5H1P. TOft. ,14ft 


BUDGET 


2 PLAYER SOCCER SCHJWE 

2 FLAYER SUPFR 

LEAGUE SOCCER _ 

I HOST SPORT 

pOCGffl BOSS ETC) 

fUQSTWAHZDNE lARI.fY 

M(MS 15 ETC)-- 

154? „ 

imsieraeKreft* 

iCGMMAWO 

.APB.... 

ACE 145 

ACE OF ACES 

.ATEn&JANEF _ 

AlfiWDtf ... 

ALTERED EAST NEW 

AMERICAN 30 FOOL 

ARKANOD 1 0R 2 

ARMAIYTE , 

AUSTRALIAHRULESFCOTIAU 

BAALlCASSORDtSCi 

BAdJSTIK 

BANG Efl FACER 

SWRfiAfcAN 

IMMMN 2 ..._. 

BATMAN THE CAP€D 

CHUSA0ER 

BA"MAN fflE MOVIE 

BEACHHEAD l£2j 

RAjC MOSCOW ... , _ _ 

BUOGD HQNEY.. . 

fStMUACK I OHJ- __ _ 


BOiADERDASH 4 

2 ft 

KKJNONO HEADS 

3 ft 

E-OKlNG MMX 3 ER 

355 

S'.ABLE sogble 

3 ft 

2 UOGYBOY 

. ift 

C I IU THE USA 

MFVi" J; W 

CJ.SELEPHAHT ANTICS 

Aft 

CABAL 

4 ft 

CAUFDflNIAOAHK 


championship oqlf 

3 ft 


CHEW CHASE NEW 

CMfCfflE EGG I OR 2 

CLASSIC PUNTER 

CLASSIC- TRAINER 

COMMANDO,, _ 

COfTNENT At CIRCUS 

COUNTY CRICKFT 

CRAZY CMS 

CRICKET MASTER 

CUP FOOTBALL ...... 

DALEY THCVP50NS OLYMPIC 

CHALL 

DALEY THOMPSONS DECATHLON 4ft 

ap*. 

DIZZY PAHC . 

thedouBL,_ _ 

DOUBLE DfiWjOH mir 

WWGQN MILA 

EMP'RE STRIKES BACK 

EURDEDSS 

FANTASY WORLD DIZZY 

mm \ FORMULA Of 


CASS 

HERO- OE5T DATA DSC WTtHCftJ . £.95 . 

HIL1SFAR ... N'A 

I PLAY JO SOCCER... _7J0..- 

JACK UCKLAUS GOLF ...._ 7&: 

JACK NCKLAJUS COURSES VOL 1 
JACK V CKLAUS CHAMP CCURScS HA 

JACK MMLAUSlNT COURSES HA 

KICK OFF? -K-.. 

THE : iA^SATTLE 7 j£ 0 j 

LAST NINJA 3 _..0ft.,' 

LOGICAL .JSO.: 

LOTUS ESPRF HJRBO CHALLENGE ..7 5G..' 

WNUTD. - 75C 1 

WW.UTD EUROPE .... 4ft.-' 

MERCS . Sft i 

MCftOPQLY DELUXE. .. 7S0_ 

MULTI PLAYER SOCCER MANAGER , 750 

^NATIONAL .... 750 

NAVY SEALS ICWWGE ONLY) 19.90 . 1 

NINJA REMIX 750 I 

NORTH M£l SOUTH i 

PANGi'CWTHlDGEl ’0.95 l 

POOL OF RADIANCE „._ HH..1 

R.fel.2 7.50.1 

RE> STORM RBHRS 10 J9..1 

RICK DANGEROUS 2 7EO..I 

RCBGZC^E NEW 

ROGOGOPZ (CAKTHO® ONLY] 19.59 I 


FlOi-EH PI JOT 

FIRST M£7 THE POST 

FOOTEALLCHAJmCMS 

FOOTBALL 0BECTQA 

FQOTEAUJEH OF M YEAft 1 

-COTBALER CF Th€ 

YEAR 2 pan -.. 

Q OOTA1L MAJ^CER 

e OOTBWL MAf^CER Z 

rdotbau. Manager 2 

f 7 J ANSiDN kt 

FORflOTTEH WORLDS 

FRANK 9RUNOS LOSING 

F?iiiTMACl#€ SIM Z 

GALDRAGON5 DOMAIN 

GAMES &JMMEF EXON _ 

garyunbler hotshots 

GrtOSTBUSTEHS 2-.„ 

GHCtSTSANC GOELINS— 

GRAHAM GOOCH... 

GRID IRON 2 

HAWKEYE _ 

HE-OFS OF THE LANCE NEW . 

HYPHt SPORTS 

Ice HCaiflEY 

ikahiwarrors 

IMPOSSAMQLE 

IMPOSSAMOiiipSffl __NEW- 

HDWfA JONES LAST CRUSADE 

INTERNATIONAL MANAGER 

WTEHHATONAll SOCCER. 

JKKYWILSCNSWEDIUH 


KENNY DALGLISH 5CCCFR 
MANAGER 

.J.ljfl 

KENTUCKY RACING .... .. 

1M111 „ 

Z.ft 

KICK 0 ff 

3 ft 

(CrtlKSNAX 

3.ft 

LAST NINJA 

a.ft 

LEQSTCPM 

3® 

UCWET0BU. 

J.ft 

MACK LAND DIZZY" . 

...3ft 

THE MATCH . 

3ft 

MATCHDAY2 

...3 ft 

IftAN MACHTiE 

NEW .Jft 

MENACE 

4ft 

UtNACE |BBC) 

400 

M AM CHASE 

SB 

moonwalher 


MOTORCYCLE SOC 



4ft 

WW ZEALAND STORY 

3,ft 

ON THE BENCH 

2 ft 

O^EFAsDN W3L,F 

1ft 

OUTRUN, 

3 ft 

ppanov 

, . . . 2.09 

PAS&NOSHD” 

- - .2, ft 

PIT STOP 2 

2 -ft 

popeye a 

2?5 

FOWERDWT..^, 

PFOFE5SDUA1 

FOOTBALLER 

NEW._...3ft 
. ,4ft 

p-ja gawcs 

2ft 


OUAnflO ADVENTURE ;3ZZY FX|- J 90 


CASS DISC 

ROWNWnWWTCftWET..- .7^0 P*A 

RCOLAND9 430-11# 

rugby wo fid cup new 7 so ' 0 » 

SCRABBLE. MONOPOLY t CLUEZO lj 0? N A 

SHADOW DANGER 3.99 lift 

SHADOW WARRIOR - _ . 750 HSft 

SKjULLaC-^SS&OMES P£W ISO 13ft 

SPEEDBAL.2 7.50 10 ft 

SPCRTlNCi TRIANGLES .... 7.3D..1QS9 

SlMCHf- N A .13 a 

STEALTH FIGHTER 'd.ft lift 

STRATEGO... ..... NEW . .5.9®. ...7 ft 

SUPER -DARS JS} 1099 

SUPER MCHADD IjPAND PflIX lift 

SUPREMACY _.10ft..11ft 

SWAP.. NEW..7S0.lC,ft 

SW1TCHBWOE....™ 7 SO 10.B 

SWW .7 SO ..10.95 

TANK ATTACH $ft ’Oft 

TERViNATOR 2,..,..,_ JEW .750. 'Oft 

TCHY LA RUKAS BASEBALL M i7.» 

TCTALRECAJ. 7 50 10 * 

TRIVIAL PURSUIT 1C ft 1 3ft 

TURBO CHARGE JEW .0.99.. 1 1 ft 

ULTUATEQOtf. 1G.ft..13ft 

VE „7 JO. .10 99 

WORLD CHAMFCHSHIPBG3SIG 7.50 10 99 

WORLD CHAMPCNSHIP SOCCER . 7 50. .9 50 
WORLD CLASS RUGBY T.B..1M9 


CPJATTRO ARCADE — 4ft 

tumnoawtMN .urn PUFFPcuft 
□uath: ecu cps :-t$ T rmd efcio 5® 

OJATTHO SKILLS ■ NT RUGBY FTCl3 5 : 

R-^YPE ^Z, m 

RED HEAT 3ft 

F0KADE1OR3 3,05 

R£WW0FH€J6DI...„ 3ft 

PQ*ausrm„ sa 

ROCK STAR ATi MY HAMSTER 3ft 

RUGBY KMCKfOWI 3ft 

HUGBY MANAGER 

iMASTEKmOMC) Zft 

RUSNNGMATf 3ft 

SABOTEUR 1 0R 2. 

SALAMANDER .....3ft 

SAM FOX-, m 

5CGQBY DOO AND SCRAPPY DO0.4ft 
SHIN3B! 4ft 

Silkworm . m 

SKY HIGH STUNTMAN NEW 303 

SLGHTLY MACK 3ft 

SNOOKER MANAGEMENT _....„ Jrtj 

SOCCER DIRECTOR 3ft 


SOCCER? 

a.ft 

SOCCER RIVA.S 

M=W 0>S 

SOCCER S”AR 

3 .ft 

SftME W TRANSYLVANIA- 
SPY HUNTER 

3ft 

2ft 

STACK UP 

..3.53 

S v Afl WARS 

- „ 3ft 

STEVE DAYTS ENOGKtfl ... 

,Jft 

STRIKER 

0® 

STRIKER MANAGES . . 

_„£« 

STRIP PCKFR 2 

303 

SUWBffR GAMES. .. 

£ft 

SUPER'iUOGE 30flC 

1 ft 

“ARGET REHEGACE 

'.ft 

‘ARZAft GOES APES ... 
TECHNOCOP 

NEW jLfltl 
-3.0S 


TETRIS £89 

THOMAS THE TANK ENGINE 2ft 

TWNDER8UDE 3ft 

TOOBIN ^ ..J.ft 

ratf*GUN - - 3ft 

THACKSUT MANAGER, _.2ft 

THA a DOCR I t J. 2ft 

TREASURE ISLAND DIZZY 3.9® 

TREBLE CHAMPIONS . ..... *ft 

TURBO OUTRUN 3JS9 

TURflCAN.... NF* ,3ft 

THE UNTOUCHABLES .3 ft 

WACKY CARTS . ..Jft 

WECLEMAN5 - 4ft 

WEMBJEYGREYHOL&OG 4ft 

'A1ZEALL 4ft 

WCNDESflOY 499 

WORLD CLASS 1EACERBOARD 

LEADEFfiOARD A TOURNAMBfT 9 

KYBOTS ift 

VDCIAAOTW 

GREED MONSTER - _.„....£09 

YOGI BEARS GREAT ESCAPE £99 


COMPILATIONS 


JUl /Ml CUHJMAtY 

SIL&JT SERfYYCE. -CARSICK COMMAND, 
GONSHBF, FJ7 TYfJNDtRSOLT S F15 
STAKE EA.Glt 
CASS 1 1 WHSC S3,» 

3UHI tl&A 

GOLKLJ AXE. E5.WAT. S4^i03l 
SUPER MONACO GJP. & CliACKDOWN 
CASS 1 2.99 DISC I 3.99 

SUPH SIM PACK 

IW1ERNPDNAL G-D TENNIS ITALY I Wj 
CRAZY OUTS 2 S AIRflOUPM RANGER. 
GASS 1 1.99 D4BC 13.99 

uhom coLLicnoH 

STRJCEIt 1 AND 2 . GHOULS N GHOSTS 
TORGOTTON WORLDS, 
UN.SQUADRCiN, DYNASTY WAfti LID 
STORM S. LAST DUEL 
CASS 1 2 99 DISC IT 99 

fetuu cihius 

SCRABBLE DELUXE. DELUXE MONOPOLY 
R*5K & CLUEDO 7MSTER DETECTIVE 
CASS 1199 

MOVIE niMIlB 

TEENAGE MUTANT HERO TURTIES 
GREMLINS 2, SACK TOW FUTURE 2 4 
DAYS C* THUNDER. 

CASS 10.99 DISC 1 3.09 

JAMES BONO COLICnOM 

SPY WHO LOVED ME, IKENEC TO K:'.l 
&. UVi AND L £T DIE. 

CASS £.99 PL5C 1 3.99 

OKAHDSTAHD 

WOULD OASS LEADGRBOARb, PRO 
TENNIS TOUR, CONTINENTAL CKCU5 S 
GAZZA'S SUPER SOCCER 
CA5S 10.99 DISC I 3 99 

ADtHCriO TO fUH 

fllJEUiF KftPLE, ISLAND t 

NEW ZEALA^O STORY 
CASS 7.50HSC10.9? 

HANNA UllUl CAKTOON 
Collection 

YOGI'S GREAT ESCAHt HQNG K-ONG 
FHOOEY, RUFF AM> READY a BfVTSL£Y 
TftiS CATS 

CASS 7 . 50 DISC 1:0.99 

VICTUAL WORLDS 

total eclipse, castle i'M3 t er & the 

CRYPT 

CASS ID 99 DISC 13.99 

TEST DRIVE 4 COLLECTION 

"IS ST DRIVE 2 ITHE DUtLI. MJUJCLECAKS, 
EUBOreOH CHALLENGE, SUPEJ! CARS 4 

cajjfcrma challenge 

DISC ONLY 17.50 

PACK Of ACE 5 

INTERNATIONA, KA-RTE, BOoU>ERIlA5H 
WHO DARES WIN3 2 S NEXUS 
CASS 3.99 

NUlfTiill 

PHAMTASIE, PHANTASlg 3 a WIZARDS 
CROwn 

oecofiY i7 so 

POWtR UP 

Mmow islands, altered beast k- 
OUT. 1 URRICAN a CHASE HQ 
CA55 11.99 DISC 13.99 

n* tv iff own mi 

KRYPTON FACTOR. BULLS EYE BOB'S 
RjU HOUSE ft EVERY SECOND 
COLNT5 


CASS 7.50 

premier Collection 

EUMBO 5 QUEST. LAST NINUA 1 S3 
MYTH, dqwiatqp a IMTERNATONAl 
KARATF 

C*S5 1 1 .99 DISC 1 3.99 

Mttl Of PUHT 

-DOL^LE DMGOJ 2 r SMNQBL 
DYNAMEEE DUX £ NINjA WAPRkDRS 
CASS 10.99 DISC I 7 50 

WINNERS 

THUNOERBLADtj. L.E.D. STORM 
BLASTEfiODS. iMPO^IEiE MISSION 2 A 
INDIANA X5NES 
CA5S 5.50 

Cf'iUE RCI 

CYBERNOiD. 0(01 OH VgNQM STWKES 
BACK.. XEVIOUS. LK^THSTAR, ZYNAf i 

*fR antcw. 

DISC ONLY 5 50 

COIN O* HITS 

OUTRUN. THUNDERBLADE ROAD 
BIASTEB5, SPY HUNTEII £ &K>J1C 
COMMANDO 
OGC5.50 

WHEELS or FIRE 

TURBO OUTRUN. CHASE HQ 
PQWlPMIFi iHARDDRMN 
CASS 10 99 

HOLLYWOOD COLLECTION 

RQfiOCOP Indiana ionfs last 
CRUSADE, BATMAN THE MQVIE a 
GHOSTBUST1ERS % 

CASS 10.99 DISC I 3.99 

dixit couicnoH 

DIZZY. PAST FOOD, FANTASY WORlD 
DIZZY. TigASUI^ ISLAND DIZZY 4 
MM^OAND DIZZY 
CASS 750 

THRILL TIME PLATINUM 

BUGGY BOY. SPACE HARRIER IJVEAND 
LTDIE.OVERiANDER DMGOKS LAIR 
THUNDOPCAT& SFYOND IHF K£ 
PA1ACE, GREAT GUR1ANOS £ HOHYNG 
MAD 

C*45 5 50 DISC 7.SQ 

rift AND THROTTLES 

BUGGY &OY, ; THJWEKATS, EMXJRO 
RACE* IKAil WABRIORS i CSAGCN4 
LALR 

DISC OKAY 3 99 

T.N.T. 

KAJiP PRIVIN, TOC6IN DftAGON $P1BfF 
XYBOT £ A..B. 

CA5SONLY5 50 

DATA RfCOftOER 
REPLACEMENT 

CASSETTE DECK FOR 
THE CBM e4 GREAT 
VALUE 

. AT 29. 9S INC POSTAGE 


MPS 1330 

PRINTER 

120C.P S. M.LQ 
FRICTIOH.TR ACTOR FEED 
PARALLEL/SERIAL 149.&9 
INC. POSTAGE 


NEW BACK CATALOGUE 


G.C.'S QUEST FOR TIRES NEW .. 2ft 

BACK TO THE FUTURE I. NEW ,4ft 

BLMI3£F®ftSU112 jLft 

CORRUPTION AKNUffiE 

iDLSCCULn IS® 

CYQERWORLC (DtSCORCASSINEW 2ft 

HAYS Of THUNDER NEW 3.0® 

DEFLECTOR (CISC ONL^i 'JEW 2.55 

DYNASTY' WARS 3 & 

EDD THE DUCK.. NEW J,» 

ESCAPE-PLANET ROBOT 

M0NSTFHS _JM| 

0ALAXY FORCE. Jft 

GhCSraUSTERS l a.ffi 

HAT.E. (DISC OR CASS) NEW. 1M 

HEAVY META. * FREE BEACH'HEAD 3ft 


KENNY DALGLISH SOCCER MATC 

MUNCHER 

NINJA WWFUOflS... 

OVERLANDER IDISC DNLT| 

QUEDEX SPECIAL OfTER 

MMOW WARNIOFI 

SHOOT EM UP 

CmTRuCTlOIfKIT 


I— -3 
,TCrt 2 


NEW m 

skooldaze 


2ft 

3.99 

SPY WHO LOVED ME., _ 
STUNT CAR 

NEW 

NEW 

IBS 

2 ft 

2M 

4.99 

SUPER SCRAMBLE SM 
(DISC ONLY] 


„ . JBS 

.NEW... _J.« 

TURRICAU2 

NEW 

...3,99 


WAii STREET |DSC ONLY) NEW 







fljiFfiWmNi 

flATMWY THE MCNIE 

a* me chess i cn 2. — 

RATTLE Of EH^APf ITHOR t nf ST «SjR| 

ilFftCh VOLLEY 

UFAST BUSTERS 

RlCOOMQWV . 

DtOOUWYCn NE' 


ICULfifflp*firt 

H. Al 2 ENHANCED 
PlAVERS'lSO 


21 50 


BuCKJHAW 

aULKHLANn 


FLAYER MANAGER . . .. 

iNj.l (3D RADIANCE -I 1 , WC53 U+LY, 

PCjHJlQU 

POTUlCAliiilUCin' 
i'OPljLO-^i NEW WORLDS 

wffww cam — — 

IMJWtnfjRKT 

I*CWL BA»il4sK>FFl ._... 

P P. HABMH.r, -,,-rn 

PPEHI5TW* • 

PHIhKEyP PCftJjIA 

PPO BCflflW. 5-M 

PPO TENNIS T3L*? 


CTl-EST FOR GLrjRT 1 


CRICKET 1 1 Ut'il 
CFlCliE - CAPlALSI 


_..7.9? 

NEW 1 7.50 

2A&9 

_ 7. as 

..2*99 
...2A4fl 
.. lTSO 
. . . .17.90 
xEW. iT.Efl 


ft TVPE 

ft- TvPE i. 

RAtHOAD TyOOOH 
HFP .«EaT .. . , 


CRUISE FCP A CSftASE 

QALiYmOtVF6W5 HVtf't: IlMAI . F.hiSE 
DEATH PNIOHTSCircfiTMN 

DEFEnDEH OF TH£ CPOWT+ - 

PFUJIEPAWTA ... 
til • I iscr EG RABBLE 


fir nTitace leoidn <i meoi 

rise Of THE rflAGCN 

PWaMHOCU. 


!:F LIKE SfTftP POKES 

MNAPT3 ..-._ 

CiSnEY ANIMATION ETUDO 
t*ACCKNIIAl* 


POOt^DP 2. 
ftOtOZWK-,.--. 
FkK*£TMNOER 
POOLAAftSi 
POPKES WiFi 


D.rfK TAj.FS 

bwAQtC" k**ATi n 
E MOTION 


PUGS* WCAK t> COP 


sULEiCf ENGW^NENT 
MXXJflY OOO *«f &i*PPV DOC 
SECRET DVGNKLV «LMU! |1 MU'.; 
SECRET OF SILVLP DLAMK H MIL, 
SHADOW DFTtt BEAST 

SHADOW SOPCEFKiR 

SHFflkwNM* 


1 7 SO 
I7S0 
?1 JfO 

17 *0 

NEW iJ.M 
. .. 21 M 

.._. H.M 

17.» 


ELWflA .. — ■ 

EMLVN-03HES.INT SOCCER 
EuflCREAN EUAER UEAUnF 


r-+ ■ i l *. >ii i 

:-i <1 1> FtEPACKCFE 
SOPHT REflVsCE 2. 


IT i5 L CM EA T PI.OT 


Fiji STEALTH FIQHTFi 

F-iff RETALIATOH 

FACS OFF |IDE HOCKEV MA.H*tHMl-NTl 
FAN I AST WORLD D7T>' 

FINAL &tOW BQXIMj 

FINAL flrtHT — — - 

FINAL WNiLYLE ... 

njGHT C* THE IHTflUDER ... 


•>4 K'AAiI'M 

Sm ■" ry.POPULOJE 


BPA CTTv AftCITECTURE 2 

5)wao anl i hi throne cf the falcons 
»■ OH nil. 

EKT 'HUH S i l.rvTMAN 
ENCWE"R|k£ 

EOCCEPAIATCH 
SPEECBAU. 2 . 


NEW 17 50 
...ITSO 

HjM 


NLW * JHI 
SPECIAL OiJtft KJHI 
PEW T W 

.. 17 tO 

17 M 

13.90 


FOCTEALL HlANAWt 

FOOT DAL L JjIfltOT'.TR J 'NT iff VERSION I MIT* 
FOOTBALL MANAS* ft 'J - F JiFANSDN KT 

FOOTBALLER OF Tl^ VfAH 2 

FORT APACHE —N 

FULL MATAP. 

FUN SCrBOL * ft! 0l ... H 

FUN SCHOOL L-ISr n . *i 

FliN SCHOOL A|7 I ' I -*i 

P.1TURE BASKET p*LL SFEC:A, CFI 

DANieS SUMMER EDITON 

DAUKPLET2 


&FILOI2ZV WDRUCS 
aPDRTFiG TRLAN'.iLtJ.; 
STEV5 OAVI5 ENOOKCP 


rirSOW AC ROSE- EUROPE 

STRKF FLEET 


S-TRN.ER MANAGER 


Sl-IPEfl CARET 

SuPeftCAHS! 

SUPER MONACO GRAND "WS 
Sr 'FROfF PCAD FATEft 
Si "T fl SPACE INVADERB 

SWAP 

EWT6ir(*.ACiE — - 


0FI9HA 

rjr+OSTBuSTEFgf 
W» 


dOLW H AKE 

GRAND MAKCWAL — 

GUNUOAT 
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points make?), 

2, On the verticaf section, pick up the 
discarded gun: this allows you to fire three 
shots at a time. 

CAMS TWO — me 
SHOOTING GALLERY 

1. You can shoot at stationary items as well 
as moving targets, 

2. Shoot at the different-coloured ducks for a 
special bonus. 

3. Don't shoot the granny as she will cost 
you 25,000 points. 

GAME THREE — PIE 
THROWING 

1 . Watch out for the special animations. 

2. When you have thrown a pie you can curve 
its direction by pulling on the joystick. 

GAME TOUR — THE TRAIN 

1 . -Make sure that you pick up ail of the 
coloured logs 'cause if s the only way you'll hit 
the magic 86 mph, 

2. When you pick up a log make sure that you 
hold the joystick down until the screen 
flashes. 

3. Remember that smoke is hazardous to 
your health. 


TARGET RENEGADE 

(The Hit Squad) 

This Is a blrova oldie as ft first appeared 
back In Issue 38. Credit for these 
wonderful tips goes to Jon Hopwood and 
Steven Baker from Maidenhead. 


tIVIi T 

This level is set in a multi-storey car park 
which consists of four floors. Firstly you must 
walk to the right, which requires that you 
dismount the bikers using allying kick. Once 
you've kicked them off the bikes they'll 
proceed to attack you with fists and dubs. 
The rider takes five hits to destroy, whereas 
the others only take two hits. Use the dub to 
break a few skulls. On floors 2 and 3, 
continually scroll from right to left without 
being attacked. Use this method when on 
floor 4; you're only required to defeat one 
biker and one man before answenng the 
phone. 


LEVEL % 

Here you are attacked by a streetwalker and 
a pimp with a walking stick and a gun (which 
fires only six bullets). Firstly attack the woman 
and deck her with three punches. After the 
pimp’s bullets run out, move into him 
diagonally and lay into him with three duck 
punches. 

LEVEL 3 

New come a vicious pair of skinheads: a large 
one who needs live hits to deck, and a 
smaller but deadlier one who needs six 
punches. Always attack the right-hand man 
first: do this and you will have little trouble 
reaching the phone In time. 

LEVEL 4 

The Beastie Boys and their faithful mutts 
need to be removed quickly. The men take 
six hits and the dogs require three ducking 
punches before they head for doggie heaven. 
Be Warned!!, watch the timer as you go 
‘cause speed is of the essence here. 


LEVEL 5 

Now eight bodyguards (but only two on the 
screen at one time, you'll be pleased to hear) 
attack you. Each are defeated by eight 
punches (a combination of high and duck 
punches). Finally Mr Big arrives and he 
requires 14 high punches to defeat, but watch 
out for his massive arm that will throttle you if 
you step too dose. As long as you keep your 
distance you shouldn't have too much trouble 
in despatching him. When he is unconscious, 
set back and enjoy the fab end sequence, 

RENEGADE 3 — 

THE SURVIVOR'S 
GUIDE 

(The Hit Squad) 

Issue SB saw these stonking Renegade 3 
tips appear in the hallowed halls of ZZAP!. 
Many thanks go to Andrew Roberts from 
St Helens for sending them in. 


LEVEL ONE — 

THE STONE AGE 

Being the most difficult level, marry people 
will have been measured up for a slraitjacket 
by now, but never fear ’cos help is here. The 
safest way to dispose of the dragons is to 
low-punch them (they have a very nasty 
habit of biting your head off otherwise). This 
is also the best way to dispatch the Captain 
Caveman -style human inhabitants — kicking 
them usually results in a dub over the 
bonce. Incidentally the club that Renegade 
can pick up doesn't have a use until Level 
Two, so you'll have to wait to crack a few 
heads open. Use the map to anticipate 
when you should climb up or down ladders, 
you'll waste valuable time if you fart around. 
Twelve enemies must be killed at both the 
end and the halfway point. 

LEVEL TWO - 
ANCIENT EGYPT 

Using the dub from Level One will help you 
dispatch those 'dogs' a lot easier than with 



1 . Shoot as many ol 
m the buiidmgs as you 

can as they block 
% your shots at 
_ m attacking, hiding 
A E v enemy. 

2. Shoot the enemy 
in the bottom,. . no, 

hang on that’s not right.., 
ah, shoot the enemy at the 
bottom of the screen as 
the bullets they fire need 
less time to get to you and 
can often trap you in a 
comer, 

3, Don’t forget that you 
can shoot the enemy 
bullets. 

4, Try to pick up the 
bonuses straight away. 
The extra 200/300/400 
points are very useful if 
you want more lives. 

5, Collect special weapons 
straight away as their 
rapid fire removes 
buildings faster, giving 
you more breathing 
space. 

6, The grey uniformed 
soldiers can give a 
grenade or a special 
weapon. When one does, 
two men carrying a 
stretcher will appear. 
Shoot these and they will 
give you two grenades; 
collect them and shoot the 
stretcher bearers again 
before they disappear. 

You will be rewarded with 
another two grenades. 

7, Never stay in corners 
for too long: the soldiers 
have a habit of zeroing in 
on you. 

8, Don't waste grenades 
on buildings unless you 
really need to. If you opt 
to shoot in small bursts at 
every building rather than 


concentrating on one 
building at a time then a 
grenade may finish the 
job a lot quicker, 

9. Try not to get killed 
when the end-ol level 
guardians appear, 
otherwise your FOE meter 
will drop to zero and you'll 
have to start again. 


As there are rod all 
tips this month from 
you lovable readers, 
I have filled up the 
space with these 
classic {and crusty) 
tips far games 
recently released on 
budget labels. 


(Virgin) 

This listing was first 
tipped in Issue 57 and it 
gives you infinite Joe 
Musashi's (excuse me 
while 1 rearrange my 
teeth). Just type in the 
listing and fellow the on 
screen instructions. 


(The Hit Squad) 

Here is a handy little tipette 
for all you naughty C64 
owners who wailed until 
The Untouchables was 
available on budget before 
buying it. 

When the game has 
loaded and is going 
through its natty little credit 
sequence just type in 
TECHNIQUE. Now you 
can hit F5 for extra time 
and F7 for renewed 
energy. And as the icing 
on the cake; if you pause 
the game ( Ft) and hit the 
left arrow (not too hard 
now) you will advance to 
the next level. 


0 PRINT CHR$(147) 

1 FOR 1=304 TO 343: 
READ A$ 

2 L=ASC(LEFT(AS.1)): 
L=L-55: IF L 

3 HsASC(RIGHT(A$,1 )): 
R=R-55: IF R 

4 V=(L*1 6)+R: C=C+V: P 
OKE I.V: NEXT 

5 IF Cl 

6 PRINT "SAVE THE 

listing for future 

USE, OK??!!" 

7 PRINT: PRINT "TYPE 
SYS 304 TO START THE 
GAME" 

10 DATA 

20.56, F5.A9.4G, 80.29,04, 
A9.G1 

11 DATA 

0D,2A,G4.4C,4O.O3 r A9,AD 

,8D,75 

12 DATA 

08,A9.AQ,8D,77,Q8.A9,1C, 

8D.7S 

13 DATA 

08 ,4C ,0(3 . 08, 00, 00,00,00, 
00.00 


(The Hit Squad) 

Issue 61 saw these 
Cabal tips appear from 
Steven Kenyon from 
WirraL worra hard dude 
he must be. 






BATMAN VS. PREDATOR: 

A chilling story, available in two formats 
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SOVIET SECRETS 

Many people have 
been writing in, 
asking lor help on 
adventure, RPG and 
strategy games. Well, 
just for you, here's 
Boris Myashirov with 
some top Trotskyist 
tips. 

THE MAGIC CANDLE 

(Mind croft) 

Would I be waxing lyrical if ] suggested 
that you take two wizards and as many 
chaps with money-making professions as 
possible? Probably. But would I risk 
getting on your wick if I then added that 
you should have your hunter hunt in the 
outdoors to increase his skill which will 
cut down dungeon ambushes? Yes? 
Hmm. What rf I offered to quit with the 
candle puns? Right — next! 

DRAGON WARS 

(Interplay) 

If you must start with a new team take a 
look at the pre-gene rated lot. They have 
been carefully selected with well- 
implemented skill selection. Take note. 
For goodness sake do not, whatever you 
do, transfer characters from old Bards 
Tale character disks. They will always be 
worse off in the new Dragon Wars 
scenario. 

NEUROMANCER 

(Electronic Arts) 

Anyone having problems with Grey stoke 
(besides trying to stop him swinging 
through the trees — no, no. just a joke) 
should consider leaving him till later on in 
the game. You’ll reed the heavy duty 
Black & Deckers before he can be 
vanquished so just back off, OK? 

BARD'S TALE 3 

(Interplay) 

Inside the Ice Keep you'll find a slab on 
the floor which can only bo opened by 
possessing throe lenses. I tried a credit 
card but it didn't work. The lenses can be 
found in the throe towers, each blocked 
by powerful magic wards which must be 
dispelled. Check out the diary in the hut. 
Apart from giving you a thorough 
lowdown on Skara Brae's bank holidays 
and when lagan, the Mad God. has his 
official birthday, it'll also give you a few 
hints on how to dispel the wards. The 
inscriptions on the walls next to the walls 
are also hints. Obscure, but hints all the 
same,. 

TANGLED TALES 

(Origin) 

The final scenario can be a bit of a 


humdinger. To begin with, buy everything 
you can — leave the cookie. Keep an eye 
open for rabbit traps too. There are three 
of the blighters. Once each character has 
joined your party, at this time make sure 
you have a quick chat with them. As for 
horrible Devoured don't bother laying on 
the GBH as the guy is tough. In fact don’t 
start to fight this unseemly character as 
you'll never get out alive. Flip through the 
spell book instead, something may be of 
use. 


CURSE Gf THE 
AZURE BONDS 

(SSI) 

Probably the best order for removing the 
bonds is Tilverton (fire knives). Yulash 
(meander), Haptooth (dracanros), Zhentil 
Keep (Fzoul/ Beholder) and Myth Drandor 
(Tyranthraxus). In Tilverton search the 
Thieves Guild before nipping into the 
sewers. Similarly for the Fire Knives 
hideout. In the Red Tower you don't have 
to fight the dragons. Be nice to them — 
well all they get is hassle, everyone 
needs a little love sometime. Visit the 
elven queen in Myth Drandor. She's in 
the crypt (don't ask). Keep an eye out for 
Raksha&a — the vagrant is In disguise. 
Buy a couple of magic missile wands 
from Zhentil Keep, then enter Yulash — 
avoid encounters initially but fight the 
shambling mounds by the cleric's body. 

ULTIMA 6 

(Origin) 

You don't need to have all of the spells 
to finish the game. Most useful in 
general are Heal, Great Heal, Unlock 
Magic, Dispel Field, Fireball, Lightning 
Bolt, Detect Trap, Untrap, Telekinesis, 
Disable. Mass Invisibility, Vanish and 
Pickpocket. Explosion is handy if you 
don't feel like lugging powder kegs 
around. There are only four people who 
have spells for sale, and none of their 
spells overlap. So, when you find 
someone with spells, 'buy r in each circle 
to see what they have on offer tor future 
reference Also, check out the prices of 
their reagents, so you know who has 
what and for how much, 

Be careful when you drop things off for 
storage. It's tempting to use Lord British’s 
Castle but too many items in the area 
can cause some to vanish, and may even 
prevent you from winning, if it’s a unique 
object that disappears. Apparently, this is 
a pretty honest world and anything you 
Jeave in town will always be there when 
you return. So don't be afraid to cache a 
few things in Britain or Jhelom or 
wherever. Just remember where you 
stored the stuff 1 

Never bury a moonstone! You may be 
inclined to put a few in places that can't 
be reached with the Orb (such as 
Buccaneer's Den), but don’t do it! At the 
end of the game you must you must have 
all eight stones together. If any are buried 
you will have to wait until both moons are 
down before you can retrieve the stone. 


just your fists. If you lost a life or missed the 
club, don't despair 'cause you can either high- 
punch or flying-kick them. The large mummies 
are easily killed (if you can kill a mummy), but 
their smaller counterparts are a right pain in the 
body. Although it is possible to punch them as 
they jump up. also beware of dripping water 
(and acid), 

LEVEL THREE — THE CASTLE 

Most of the enemy troops here take 3 or 4 hits 
to kill. It is best to use a flying kick on the Knight 
and low-pu nch the jesters, The dragons can be 
killed with three high punches. And if you come 
up against a seemingly impassable wall, kill 14 
or so enemy soldiers and it: will lower (it's a 
drawbridge dummy). The Knights on the hobby 
horses can't be killed, you have been warned. 

LEVEL FOUR — 


There's a nioe soundtrack this level, but you 
want to get through the game, don't you? So, 
remember to avoid the large electricity cables 
and jump over the smaller ones. Also use the 
teleporters to your advantage. live hardest 
enemy here is the targe droid, but not if you 
flying-kick it. The mutant may also pose a few 
problems, if so you should high-punch it. At the 
end of Ihe level everything will stop, don't panic 
because the game hasn't crashed it's just your 
girlie came to rescue you in a time machine. 


I So that's It for another month. As 
I said earlier, it's nice to bo back 
but it would be nicer to receive 
some readers' mall. You 
wouldn't believe the panic that 
ensued over Hie last couple of 
weeks, 1 really had a tough time 
pulling these five pages out of 
the metaphorical magician's hat 
(there were plenty of white 
rabbits in there but not many 
tips | . So please write to me at 
the address supplied at the end 
of this pile of waffle and help an 
aged journalist earn on honest 
crest (whinge, whine, moon). 

Right, enough of the self pity, I 
would appreciate any tips, 
listings or maps that you 
industrious people can supply. 
Especially on Hudson Hawk, 
Terminator 2 — Judgment Day, 
Rod land and a mere in-depth 
solution for Exile. Also would 
Wax Pilkington please either 
give me a ring or write to me?, I 
appreciate his input to the tips 
page but don't possess either his 
phone number or address. And to 
odd a little incentive there are 
two £40 prizes being offered for 
the best efforts, plus another 
£40 set aside for a maps. Also, 
as stated before, If any reader 
has an Inquiry please feel free to 
write to me — unfortunately I 
don't usually have the time to 
answer phone calls. The address 
to write to with your hard work 
(or queries) is, as always. It's 
Corky, ZZAP!, Euro press Impact 
Ltd, Ludlow, Shropshire, SYS 
1 JW* So until next month 'Happy 
Xmas and set a course for Delta 
V, Mr Crusher, warp factor 2«. 
and engage.' 
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Ho ho ho. It's that of year again with 
carol singing, minee pies, presents, 
and huge bank overdrafts (for 
parents, at feast!). ZZAPi examines a 
Santa-sackhil of new pames Hurt could be 
coming down your chimney soon — some 
of which would be better burnt on the fire , 


Back to the game As you spend 
the entire time jumping around 
and avoiding Those strangely 
chosen hazards, you will be 
pleased to hear Thai the 
sprite masking is jeneraliy 
very good, though a 
— * little dodgy near the 
characters' feet — 
take care wt ler 
lumping ^Ateo. there is 
no death sequence - 
you are just sent back 
to the office, west inn 
valuable time. 

Gamepiay is fast and 
exciting, but more than 
a little frustrating, 

especially when a bat files towards 
you at breakneck speed t .1eaving you no 
time to react whatsoever. Eventually you 
will learn to time your Jumps between bats, 
but the frustration level is high. 

Once collected, the comic pages are sent 
to press via a short sub-game, with a 
different one for each page. Again, the 
gameplay is nothing new. All the sub- 
games we've found consist of running 
around and avoiding things. Their difficulty 
ranges from fairly straightforward to damn- 
near impossible. 

In short. Round the Bend is technically 
competent and has some nice touches, but 
its all been done before and would've 
looked more at home on Zeppelin’s budget 
line-up. 



• Impulse, £9*99 
cassette, £14.99 
disk 

o doubt bored with the new breed 
of Wand and gray politicians, the 
Spitting Image team created the 
puppets for this kids' TV show. En the game, 
these latest animal journos (what other type the Inevitable hazards include (and 
is there?) must search the sewers for tbF 
pages of Thar latest comic and the parts of 
the video printing press, accidentally blown 
up by Doc Croc. / 

Starting in the editorial office, you can" -f- 

9 Based on the wacky TV show, you can 
as the highly dodgy Doc Croc l j 


switch between the four characters and 
choose which of four sewers to explore. 
Within an overall time limit, each character 
must collect three pages, which cannot be 
taken by any of the others. 

And how do you reclaim the missing 
items? Is it via. some new and exciting 
game routine? No such luck — Round The 
Bend is just another platform game. Here 

quote), 

bats, cans, ninja teddies* and various other 
things normally associated with sewers, 1 
Well it that's what Zeppelin associate with 
sewers, I’m glad I don't have to clean their 


control various obnoxious characters such 
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Lumme! It’s just like ZzapE The Ed hasn't 
done any pages yet! Typical or what? I 
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PRESENTATION 78% 

Single load , instructions could be more 1 
tampir-brnsivv. 

GRAPHICS 85% 

Well-drawn sprites and polished cmirnotion make 
the- game very visually aHrodive. 

SOUND 51% 

Unremarkable tiiie tune and Sparse FX. 


T 


Too fruslmting, 

LASTABIUTY 50% 

Very repetitive after a while, 


SCORE 00007 
TIME 002S 
PUBLISHED PAGES 00 
RESTORED 000X 



What's there isn't bad, but rfs been done too 
many times before. 








Very familiar wnrewanfing beat'em-up action 
beaten up by bek of gamepkiy. 


SOUND 53% 

Standard Sihadbw Dtancer spot FX bytweak 
iritno/tirte 


HOOKABILfTY 39% 

Far too familiar and shallow gamepksy to impress. 

LASTABIUTY 44% 

With na dues as to which way to go and unrelenting 
attacks it's frustrating, 


Muttiload per chapter. Mediocre intro sequence and 


Ok backdrops but dull -looking Aarzak and enemies. 


I 


he gibberish!? named Aarzak must 
" rescue Ills girlfriend from an evil trio in 
the Ultimate Savage Land, a quest 
which takes Wm through four “chapters', 
each containing seven battle areas to tight 
through. To impress his foes Aarzak has a 
variety of jumping, punching and kicking 
nM; Each successive hit increases his 
rating so less hits are needed to 
off the big guy at chapter’s end. 
ut first, Aarzak has to 
find the correct route: 
between each area, a 
map shows a choice of 
paths. The trouble is that 
neither this 1 the useless 
Japfish advice from 
Aarzak’s friends or the 
manual gives any clue to 
the right route. So you 
have to backtrack through 
'conquered 1 lands, fighting 
the 'conquered' enemies 
ail over again. Arduous 
trial and error is never a 
good basis for a game, 
and the search for the 
correct route proves 
repetitive and frustrating 
— especially as you can 


only use energy top-ups once. It wouldn't be 
so bad if the beat-'em-up action weren’t so 
mediocre. Unfortunately, you only have a 
few basic combat moves to choose from 
and progress is mad© difficult only by the 
sheer number of similar- looking enemies, all 
distinctly unintelligent. 

As soon as you start playing you'll see 
the similarity to Images' Shade tv Dancer 
The scroll technique, presentation and even 
sound effects are all very similar. 
Unfortunately the graphics simply aren't in 
the same league. They're very blocky and 
mediocre; occasionally end-level sprites 
have overlays but they still look remarkably 

• Aarzak had better kick ass a tot better than this or tf wilt 
indeed end up being his Lasf Battle! 




Y ep. it's posl -apocalypse time again 
folks, this time in the Rig Apple 
itself, roasted by an ecological 
crisis, You control the sole-surviving 
Wolverine robot &nd not only must you 
contend with civil unrest but also the 
Scavengers. These towering robots 
constantly scour the city for scrap metal to 
melt in a huge furnace — which you must 
destroy before the pollution level gels too 

♦ The Wolverine comes under attack from 
resident rvol quite yet off his trolley! fLevel 


scrolling subway tunnels, linked 
by shafts which you can la' I down or jump 
up. Energy draining Scavengers, mutants 
and gun-toting humans can be shot with 
your built in machine guns or. if you can 
find them, grenades and lasers 
Your Stomping walker type sprite is 
undoubtedly the besi thing aboul the game, 
While the backgrounds on Level 1 are quite 
nice ihe smgle-cotour, Spectrum esq li© 
enemies which run through the whole game 
are very disappointing. Moreover the size of 
the Wolverine means you can't 
an angry rnissiles easily — skill isn't 

1 ) nearly as important as making a 

map and following Ihe quickest 
route. 

Find and destroy the pathetic 
end- level baddie and you go 
above ground for the second 
level. This, however, Is even 
worse: stomping around a grid of 
streets in search of the required 
EFA componenl is very dull. 

The EFA allows entry to the 
final level: a horizontally scrolling 
shod ’em- up inside the furnace. 
Get to its heart and you'll face 
the huge, heavily armed 
Protector. Although tittle better 




look 


style 


but 


ulti 


astonishingly 


m 


really 


Let 


hop© 


this 


armed Protector Although little better 
graphically this straightforward shoot- em 
up works reasonably well — even if it looks 
like something from 1986, 


Am Arc Development* 
production* 

Written by David Wyatt. 


PRESENTATION 44% 

Speedy multi land with intro screens, weak 
animated liHe screen, conlinue-plays. 

GRAPHICS 43% 

Attractive Wolverine sprite, bul otherwise poor. 

SOUND 63% 

Atmospheric loading tune, good weapons FX. 

HOOKABILfTY 48% 

Dull shool-'em-up action on first level, but basic 
mapping challenge provides some interest. 

LASTABIUTY 44% 

Level 2 is dire, but Level 3 provides a decent, if 
baric shoot cm up. 


A bleak vision of the future! 


. 







OUNDUP! 



A Tequq production. 

Programming: Tony Love 
Graphics: Richard Browne 
Music and FX; The V» brants 


the game. As well as the standard beat- 
'em -up punches and kicks, you can pick up 
your opponent and throw him to the ground 
— then kick him while he's down! For extra 
fighting power, you can collect one of the 
flashing pills that occasionally appear, 
Alternatively, there are always plenty of 
barrels and crates to pick up and throw at 
yoin opponent. Reduce his energy bar to 
zero before he does the same to you and 
you go onto the next pit with a pile of cash 
in your pocket. 

The special moves and throws add 
novelty interest to an otherwise very 
standard beat- 'em up with the one-at-a- 
rime opponents proving unintelligent. It's 
slightly more fun with another player 
alongside — especially as you can knock 
him down accidentally, or on purpose in the 
grudge match after every three pits; the first 
to get three knockdowns wins bonus 
cash. 

I The repetitive action isn't aided by 
uninspiring graphics. Nothing like 
their digitized coin-op counterparts, 
the blocky fighters are jerkily 
animated on yukky brown backdrops. 
Ironically, the game's main attraction 
is watching the fighters really laying 
into each other — seeing a leather- 
clad woman stamo manically 
between a downed muscleman's legs 
had me in fits of laughter It's a 
shame the gameplay is nowhere near 
as entertaining, 


PRESENTATION 65% 

Sirwulftim.'Oin tovo pkiyi-r riioeki, dhpke of Huiw 
pictured fighter^ mulhiood nth**- r-vf.'ry tfirce pilv 


T he brutal 'sport' of Pit-fighting involves 
muscular combatants using any 
means possible to put each other into 
hospital for the morgue) — it's just like 
Ludlow on a Saturday night? 

In the horizontally scrolling ‘pit 1 , you and 
an optional friend each face a single 
opponent from a wide assortment of martial 
artists and thugs, each with their own 
unique manoeuvres, Your own special 
moves can range from a graceful spin kick 
to a direct head butt, depending on which of 
three characters you choose at the slari of 
• One or two players can take on the street 
punks, throwing people and crates around. 


Dul brown backdrop'* gnd blacky Writes — 
although ihl- bttts- provide win.' uniuvuim-nl 


Good hilie tune,, coniwiuDLiv in-gamc lunt. plu 1 , 
simple FX, 


The novelty of fighting dirty soon wean* off due to 
repetitive, unskilful action. 

LASTABILITY 55% 

The unintelligent opponents aren't much of o 
challenge and after a few somey pits it becomes 
tedious. 


HIM 
r veil 


Nat quite the pits, but a dull, unambitious 
df tbe com -op. 



• US Geld, 
£10.99 cassette, 
£15.99 disk 

S hock! Horrorf-the mayor's daughter 
has- been kidnapped by the Mad 
Gear Gang, Luckily Mayor Flagg ar 
happens to oa a former champion 
streetfighter (!) and — with optional friend 
— goes to the rescue, duffing up anyone In 
his path. 

So what sets Final Ftght apart from; the 
other 3 million beat-’em-upS-.c errantly; on 
the market? Unfortunately, noM lot.. Those 
who have played the CAPCOM cpirt-op will 
know what i mean when I say it featured 
targe sprites — they were — I 

b I mimin' huge I Not only that, 
but they were excellently 
drawn, well animated and ran 
extremely quickly, These jumbo 
sprites have made It to all home 
computer conversions, except 
for the Commodore 64. 

The tiny sprites are well 
drawn, but hideously animated. 

When fighting, they tend to twist 
themselves 
into 

impossible 
shapes 
like 
rubber 


bendy men. When they come together it's 
darn- near Impossible to see- what's going 
on, If that wasn't enough, they are so 
samey that you often end up fighting your 
friend by mistake! Each multi loaded level 
is exactly the same as the last except for 
the backgrounds, which range from the 
very well drawn to the sprite-deslrbylngly 
garish. \ 

The entire game is plagued by poor 
collision detection, Falling characters often 
fly through seemingly solid objects, and 
when aiming your 1 jumping kick you can 
knock down your opponent when V 

appeari ng to m iss h i m co mpteteiy ! 

Controls are hellishly sluggish, taking 
ages to respond to your commands and 
Final Fight? Let's hope so you can high kick your 
way through the entire game. 


occasionally not responding at all, Of 
course, the real Achilles heel of tight 
games Is the one-move-kills -all syndrome. 
Final Fight is as clear an example of this 
as you would wanna avoid. All you have 
to do is wait for your opponent to come to 
you. pull down on the joystick and press 
fire — your jumping kick will defeat 
anything and everything the game can 
' row at you! It really is that easy Other 
methods of attack and collectable 
weapons are available, but never needed. 
Basically, if s yawn, yawn, yawn! 




















Teeth-gretingly ovL'i'-fri^ucril muhiloeid,, but 
alternating twa-player mode and two continue- 

pJayi, 

GRAPHICS 52% 

Backdrops ore poor and sprites unremarkable, but 
bubble explosions- am- pretty and end- level monsters 
attractive — in a wimpy kind of way. 

SOUND 54% 

Tiff? tune is good, but no iivgame rn-usk. and FX are 
banal. 


• Domark, 

£ 1 0.99 cassette, 
£14.99 disk 


G asp! Shock! A megalomaniac 
woman called Madame Q has 
devised a plan to create an army ol 
genetic mutants lof immediate world 
domination Is this all happening in the hack 
parlour ot some B&B in Ludlow? MO 1 
Heaven forbid! Madame Q's headquarters 
are deep underwater, tucked away from 
prymg eyes and would-be do-gooders like 
you. 

Each level of Thunderjaws is split into 
two multiloaded sections. The first involves 
scuba diving to one of Madame Q's bases: 
in the second, you find yourself inside a 

“J* 9 Fighting TVIadame Q's mi 

warding Of! Domark p s latest Tenaen cc 


divers are determined to stop you Irom 
reaching each base. 

Sometimes extra weapons can be picked 
up. from the seabed, as well as energy- 
boosting canisters. Having shot your way 
through the base door, it's lime to do battle 
with the mutants on land Expect to see 
Robot-guards. Robo-dogs. Lava- men Fire- 
women and Spider- bots. These will either 
drop Irom higher platforms or appear from 
behind closed doors. Hit 'em with your 
Flame Thrower. Tri Shooter or Super 
Seeker and I hey wont stand a chance! 
But beware: all weapons have a limited 
life span, shown by a counter on screen. 

Reaching the end of each level lakes 
you into battle with a big, bad beastie. 
Defeat him and it's back on with the 


mutants as 
the screen 
scrolls 
merrily 
along, 

Take Level 
One. for 
example. 
After your 
ship has 
dropped you 
info the 
briny, it’s a 
case of 
blasting 
everything in 
sight with 
your harpoon 
gun Sharks, 
piranhas, 
manta- 


tou find yourself inside a scuba geai . for another underwater 

9 Fighting Madame Q's mutant army in the swimming section of 
Domark's latest Tengen conversion. 
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9 Boris Myastrirov plays PI in a this 
nice-looking graphic-adventure. 




Starbyte, 
disk only 

ast night there was a murder a 
must prove your Innocence! Crime 
" Time is a lext/graphic adventure with 
a graphic window above the input window. 
The latter is divided into three sections: a 
movement rosette, a text box containing a 
number of commands such as EXAMINE, 
USE and TALK TO, and another box 
containing all location objects on view plus 
your inventory. 

Control is via joystick. You move and 
click the pointer over the desired action, 
then on an object. Although this system 
mostly works well, accurate positioning of 


sequence. 

All eight levels follow the same pattern, 
with venations in difficulty and gamepEay. 
It all sounds good fun but unfortunately 
Domark have rushed out another barely 
well-n o t -re a 1 1 y- passab I e no i n - a p 
conversion, The graphics are dull, 
especially in the base section, and things 
move too slowly for a shoot- em-up. Then 
there's the annoyingly frequent mu Hi load 
and graphic glitches. In short, what could 
have been a speedy, action-packed 
shoot-'em-up has turned out as a stow, 
uninspiring load ol flotsam and jetsam. 


A disappointing corweraion. 
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©inter can be fiddly 
at times. It's a shame 
the keyboard isn’t 
supported. It would 

have been preferable to have used the 
cursor keys to move down the word list 
and return to input the action. 

Graphically, Crime Time is initially 
appealing although boredom does 
— ^ tend to set in at times as the designers 
have used a limited amount of location 
graphics to represent all of the rooms. As 
you might expect, these are accompanied 
by location descriptions. What you don't 
expect are these descriptions to contain 
banal humour, offensive words or downright 
confusion. 

The game, which began with moeh 
potential, careered downhill the longer I 
played it. The quality of the puzzles is pretty 
dire. Not only are they linear but they are 
poorly designed, adding nothing to the 
atmosphere of the game. The characters 
lend nothing to the storyline, interaction 
being a waste ot time and effort, examining 
the "empty' locations is repetitive and 
unrewarding.., I could go on. 

Crime Time was a good idea, but the 
poor and immature designers have 
sabotaged any chance it may have had. 


CRIME TIME 


PRESENTATION 68% 

Simple. easy-to-use joystick operated menu system. 
Sadly no keyboard support. 

GRAPHICS 70% 

Colourful graphics become boring as many stnens 
are repeated, 

HOOK ABILITY 45% 

A cinch la get into, but empty locations and 
unrewarding geerapleiy create boredom. 

LASTABILITY 40% 

Poor puzzles and repetitive examination responses 
combine with the lack df atmosphere. 


OVERALL 


Ck^wrenchjng humour, linearity, poor puzzle- 
design and offensive responses put the dampeners 
on a potentially good game. 


HOOKABIUYY 46% 

Very easy to get into, but mullikjad soon becomes 
irritating due to short fevds. 

LASTABILITY 39% 

Two different types df gameplay, both as repetitive 
and boring and each other does not make for a 
compulsive long-term challenge, 


OVERALL 






• Walt Whitman lives to swashbuckle through another couple 
of disk sides In another massive SSI RPG< 

• SSI/US Gold, 

£25.99 disk only 

T he locale for Gateway (I always buy 
my cheese and baps there — Ed) is 
the northern Sword Coast far to the 
west of the first series (near the raifway 
station — Ed). Your characters start out 
with 3 r 0QQ experience points, which makes 
them level 2 characters for most classes. 

The maximum levels are 6 to 6. depending 
on the character class. 

The game arrives on four disks with a 
CS4 supplement, Adventurer's Journal and 
Rule Book. Naughty SSI have left an error 
within the C64 reference card {tsk, tsk). For 
those of you wishing to load in the pre- 
rolled party to haye a quick nose around 
DO NOT try to, utilise the‘add character' 
option, with Disfi; C, in an attempt to load 
the characters as advised by the reference 
card. Instead select load game', this will 
load the pre- rolled group. 

As the game begins, your characters 
have been robbed of all but one small 
purse of gold while celebrating a 
successful jots of guarding a caravan. They 
swear to find the thief and avenge 
themselves. After re-equipping as best 
they can, the party meets Kravis h, who 
gets them a new commission. In the 
course of fulfilling this, they discovers 
threat to the Sword Coast from the 
Zhentarim. It's up to the party to foil this 
threat. 

Gateway presents side missions to you, 
but gives no indication when a mission is 
complete. One example is the N overwinter 
gardens. There are hints of missions that 
do not seem to be possible to complete 
(as in Llorkh), 

Initially the battles are challenging, but 
once your characters get above level 3, 
combat becomes easy until the final 
confrontation. However, the mazes are 
lough. You have to go back to Pool Of 
Radiance to find mazes as tough as 
Gateway’s, and the puzzles are equal to 


JO jJi? 

1 JJiOJluJlil 


those in Secret Of 
The Silver Blades 
(except there is no 
Well of Knowledge to 
give you the 
answers). . g ^ 
The ending is 
problematic. It's 
possible to kill the 
main villain, but the 
end-game sequence 
ignores the tact that 
the party killed him. 
The final battle is 
based on an original 
idea that makes it 
interesting and 
challenging. 

However, there is a 
very leg ill male trick 
that permits an easy 
win. You can continue to play after end- 
game. but the overall situation doesn't 
change in any way. 

The side effects of 
the Zhentarim plot 
continue, This may 
be deliberate, as the 
overall plot of the 
senes seems to be to 
foil a Zhentarim 
master plan which 
this quest makes only 
a small dent in, Still, 
showing some effect 
of the defeat would 
have been more 
satisfying (eg the 
party coutd see 
increased 
commercial activity 
as they revisit the 
scenes of their 
adventure) — 

As with the 
previous gold box games, the user 
interface is a mixture of improvements and 
on improvements. The Fix command now 
also memorizes spells, but the automatic 
joining of items from Death Knights Of 
Krynn and the scroll, bundles from Secret 
Of The Silver Blades is not available. The 
automatic spell memorizing does not allow 
you to memorize additional spells your 
characters gelwh^n they advance a level. 

A separate Memorize i$ still needed for that. 

The artwork is the best yet in the gold 
box series. The giants, trolls, and ogres are 
not only more realistically sized, but are 
much more menacing- looking. There is one 
exception: the lizarcjmen look like pot- 
bellied lounge lizards rather than horrible 

monsters! — ^ ^ 

Copy protection is manual look-up which 
(finally I ) is presented in the right order 
(page number, then line number, with word 
number last), One major improvement in 
the copy protection is that the password is 
needed only the first time you start, instead 
of the previous random calls, 



Overall, Gateway To The 
Savage Frontier is a decent RPG with a 
proven, if rather staid, design. However, a 
number of design imperfections prevent it 
from being as good as it should have 
been. 

• Golly me! This frontier s so savage the squid are climbing 
out of the sea to get your bags of gold. 
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The interface is u bit of o mixed bog. Som# 
■mjprowHTienb hut a few let-down*. 


Colouilu! graphics — much Improved over previous 
games. 


Tough gonrfcpJcry during the maze stjdiom can 
create some frustration. 


Solid, familiar gom^play wilh o few block medks, 
due to mission design. 


OVERALL 




A wtid RPG system which is nevertheless looking 
increasingly aged with each successive release. 
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A brand-new disk drive 
is bringing the C64 bang 
up to date with faster 
access to lots more data* 
At a mere £99 the TIB 
drive could revolution- 
ize C64 gaming and is 
an invaluable tool to 
programmers* ZZAP! 
recently put the drive 
through its paces, 

I f you've used the 1541 disk drive 
you'll have I earn! to love its 
unique 'characteristics 1 ; slow 
access repeated disk head 
hammering when things go wrong and 
the sheer bulk. A Mk IE version, 
somewhat slimmer but little taster, is 
currently out for El 29 bundled with eight 
games. The 1541 isrct a bad drive, but 
5,25' disks are old fashioned; flimsy with 
low storage capacity and slow access. 

In fact, Commodore launched a 3,5" drive 
for the G64 three years ago Unsurprisingly 
it flopped — the 1581 drive cost £299.99 
and software support was 
nonexistent! 

Enter TIB, holding out the 
promise of bringing C64 disk- 
driving up to date with 3.5 
disks. The first thing you 
notice about the drive is its 
compact size: 4 wide. 5.9"" 
long and just 1 in height. 

What is novel is how this 
drive connects with your C64. 
ignoring the stow serial: port and 
plugging into the C64 cartridge 
port. The drive is automatically 
accessed when you turn your 
G64 on. The demo disk of Ninja 
Rabbits autobooted. bringing up 
the title screen in seconds, 

If there's no disk, in the drive, or 
no autoboot, then [he standard 
C64 startup screen appears. To 


Commodore 1541 5.35” drive 

Intro — 48 seconds 
Main Game — 130 seconds 

Commodore 1541 5,25 ' drive (pies 
Action Replay Fastiead) 

tntro — 8 seconds 
Main Game — 11 seconds 

TIB 3.5" Ultimate Disk Drive 

Intro — 3 seconds (virtually instant, as drive takes 
about 3 seconds to Initialize) 

Main Game — 6 seconds 

(However, if there is more data on the disk, times 

may be substantially increased). 






1 
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access the drive now you can use some 
simple BASIC commands. The TIB drive is 
known as device number 9. so rather than 

typing in 'LOAD ,8,1 ' you type 'LOAD 

‘T9. 

There's the full range of standard disk 
commands- save, toad, format disk and file 
delete rename. Files can be loaded in from 
C2N or 5,25“ drive, then saved to TIB — if 


you can 

break into the program. The TIB 
is definitely not i mended as a 
piracy device, (here's no magic 
'memory' back-up buttons. If you’re 
saving your own programs you II 
obviously have no problems 
breaking into the program. 
Commercial programs try ta 
prevent you breaking into them to 
insert save commands, so only 
experienced hackers will be able to 
to abuse TIB for piracy purposes. 

More innocent programming functions 
will be supported by a utility disk supplied 
with the drive. For example, although the 
drive doesn't support sequential tiles, all 
routines can be called from BASIC through 
a jumbo jump block which will be in a 
complete ROM source file on (he utility 
disk. Also on the disk will be several text 
files to show (he 6502 machine code user 


how to create files 
in random access and how To mark 
blocks being used by a program. 

Alongside these (he disk will have more 
conventional utilities allowing the user to 
read and oispEay a text tile or hex file on the 
screen, monitor the state the of the disk 
and - time permitting — I here will be a 
utility to read and modify sectors and write 
them back to the disk and modify file 
addresses. TSB hopes to have a utility disk 
srmilar to the powerful Norton Utilities utility 
disk for the PC. 


3,5 vs 5.25 — IS 

SMALL BETTER? 

3.5" disks inevitably score over 5.. 25' in 
being smaller, tougher and offering more 
memory storage: 720K on a lor matted 
double-sided disk compared to 186 K per 
side on a formatted double sided 5 25 ' 
disk. They also save you having to flip the 
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disk over to access [he B side; 3,5in drives 
read both sides of the disk. 

So far, so good. Bui what about speed? 
Ninja Rabbits from MicroValue is the first 
software title to make the transition to 3,5 
drive so we used l hat comparison point, 
testing loading limes on the TIB. standard 
1541 and 1541 with the Action Replay 
Mark VI cartridge (which has a 
hyperloader function). Both 3.5 in and 
5, 2 5m versions of Ninja Rabbits have an 
intro load followed by a main game load 
and it's these we tested the drives with. 

I 1 SOFTWARE 
SUPPORT 

Its technical superiorly and handy 
utilities disk make the TIB ideal for 


was a good idea being launched several 
years too late. Demon wares Mungo had a 
Typical response Whether we support it or 
not really depends on reaction from the 
trade, from the distributors who we sell to. if 
they place orders., we'd have to weigh up 
the costs of supporting a new formal 
against the demand. We re always 
prepared to support new technology, it's 
just a question of economics. At this time I 
don't think anyone knows whether the TIB 
drive will take off.' 

Some companies became warmer to the 
idea when MS-DOS compatabiiity was 
mentioned. Audiogenic, for one, accepted it 
would make a voucher exchange system 
easy to operate. Colin Courtney of 
Micro Value Flair was initially dismissive, 
despite having a game on the launch 
compilation. Interesting hut about two 
years too late. All right it's good for 
compilations, there's a lot of storage space 
for that, but I see no real merit in it,.. If the 
system takes off, we could wet I support it. It 
it's true it is going into Dixons and Tandy, 
and both Gremlin and Ocean are 
supporting if, then there could well be 
several thousand units out there. We could 
make Elvira if available on 3.5 ' disk and 
although there's no plans as yet. there’s a 
very good possibility the original Elvira 
could be made available, it's just a pity it 
didn't come out two years ago,' 

System 3's Adrian Gate similarly 
bemoaned the fact the drive hade t come 
out five years ago and felt success now 
was unlikely. The company was on a 
'crusade' for cartridges now. 

Domark. Gremlin and Mirrorsoft claimed 
to have never heard of the drive, neither at 
the PH or technical level. US Gold had 
heard of it. but were unlikely to support it 
until there was strong public demand. 

Clearly then, the shelves are unlikely to 
be groaning under the weight of C64 3.5" 


they could also persuade other software 
houses to follow suit given good sales. This 
is obviously the crucial point: if you lot buy 
loads of drives and games then support will 
follow. 

However, TIB are well aware of this 
'chick en-and-egg situation and are busily 
trying to get around it. They're determined 
l hat the numerous TIB users they expect — 
from apparently substantial orders from 
distributors in the UK and abroad — are 
fully supported. A voucher system whereby 
g am esp layers are given She option to 
upgrade their cassette or 5,25' disk is 
under consideration, 

TIB are also Investigating publishing 
games themselves, as SAM Co have 
attempted for their Coupe. So tor example 
all users would gel a newsletter offering 
licensed 3.5' versions of popular games via 
mail order. Software houses such as US 
Gold would thus be spared the risk of 
producing 3.5 conversions themselves — 
for the company it would be like offering a 
magazine cut-price software for 
subscriptions offers, 

TIB are also talking to pu blushers of 
serious utilities, such as word processors 
and spreadsheets, to get permission for 
producing. 3.5 versions, 

In conclusion the TIB drive is technically 
impressive, should be very reliable (using 
an established drive mechanism) and is 
very cheap (costing less than the ancient 
1541). The software supplied with the drive 
is relatively weak, out new titles may yet be 
brought in. As for achieving the Herculean 
task of establishing a new C64 disk format, 
that's a lough challenge but TIB are 
working on lots of ways of getting around it. 
Ocean's cut-price carts offer strong 
competition to the new format, but 3,5' 
disks have bigger and cheaper storage 
capacity. If you're interested in new 
technology, TIB are offering a very good 



hobbyist programmers and for disks this side of Xmas, if ever. However, gamble. 

professionals. The ability to rapidly Ocean is the 9001b gorilla among software The TIB drive comes with a one year 

access 720 K of data with no houses and their support will not only make guarantee. Further information on the T IS 

disk-swapping gives a lot ot available quite a few good 3.5 Disk Drive can be obtained from TfB 
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storage capacity for some very 
big games. More importantly in 
the short term, the drives PC- 
DOS format is the same as the 
PCs which most programmers work 
on. so disks can easily be swapped 
between machines. 

But what about your average G64 
gamesplnyer? Are the shelves 
going to overflowing with 3.5' disks 
from Ocean el at 7 MS-DOS 
formatting means it's very easy (or 
software houses to transfer their 
games onto TIB -compatible 3.5" 
disks But do they warn to? 

Ocean's Paul Patterson was 
enthusiastic, 'it's an amazing I 
piece of technology, just what the ® 
C64 needed 2-3 years ago. 

We're certainly going to suppon 
it. We re probably going to 
release a couple of games lor 
Xmas at a £1 5.09 price point 
We can put games on 3. 5" disk ^ 
drives very quickly indeed [due 
lo MS-DOS formal] / 

Unfortunately most other 
companies were less 
enthusiastic. Many thought it 


games 
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Amiga Baffle 
Command 
Sizzled well 
over a year 
ago, an 

astonishing mix 
of fast 3-D action 
and semi-realistic 
tactics. A C64 
conversion appeared 
impossible, but 




Ocean £ 1 4*99 cartridge 


• Incoming! An enemy's stars taped shell rockets in far a direct hit! Just behind it 
one of your own square black rounds is heading toward the white enemy tank. 



Realtime Games have 
worked miracles by a 
combination of state- 
of-the-art code and 
continual accessing of 
cartridge memory. 
Robin Hogg dons 
goggles and scarf to 
battle-test gameplay* 


• A one way trip to oblivion — riding along behind a 
missile an the remote control option. 


MMJFg taken a long time, but at Iasi 
MB 55 we've got a C64 cart which 
actually exploits the technology for 
something more ambitious than faster 
loading. According to Ocean the game is 
continually pulling code off the cart, tout 
there’s no pauses — except when it's a 
massive block, such as a map screen. 
Battle Command shows how carts can 
dramatically improve CG4 performance 
and the blindingly fast 3-D is as 
impressive as any we've seen. But what 
about Battle the game;? Well, as with 
the original it's tough and although the 
menus work brilliantly, it still takes some 
getting used to. Although you can get 
into the action as soon as you load the 
game, dying comes all too easily until 
you stop to work out how things are 


to use, what approach to the target is 
best. Once this is done you can really 
get to grips with this stunning program. 

Tank encounters can admittedly 
resemble Battle zone more than anything 
else — lots of fast rotation searching for 
lOCk-on — but the range of weapons, 
especially the superb missile- eye view 
option, more than compensate. Then 
there's the various enemy installations to 
find., helicopters to shoot down and night 
fights to survive. 

Eight, missions 1 

aren't a huge ^ 

amount, but at. £15 

this is unmissable and I wait 7 

In expectation for more 


2 
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there aren't some great 
graphics in there. The 
airfield with the jets by 
the runway, the 

P missile launchers and 

bridges are all worth 
a look, but just be 
prepared to see a 
good few square 
headings on your 
travels! 

So what do you 
actually get for 1 2BK? 
Well, it was disappointing to 
find out that there's only fl 
missions In the 064 version and that the 
tanks aren't so clever or numerous in types 
(the spotter planes are still rn there if 
> . it's any consolation) but one thing 
V" 1 ., it s got going for it is that it's 

FAST, the playability harking back 
to the joyous days of Battlezone 
but this time the action has a 
purpose 1 It's good then to see that 
trie mission variety puts all manner 
of skills and weaponry to the the lest: 
the Hostage mission requires stealthy 
tactics, the Missile Battery is a 
race aga i nst ti me wh e re 
Dragonfly Guided Missiles 
come in handy, and not 
forgetting the all-out blast of 
the final, secret mission. VP * 

Greai stuff, and a great price 
loo! 


• This wire-frame bridge looks pretty, but crossing it QS fire button or the C64's 
leaves you little room to manoeuvre. function keys) the battlezone 

undoubtedly the Pulveriser cannon but map, damage screen and the special 

there’s a whole hosl of radar and I Ft binoculars view which also offers a superb 

missiles to choose from alongside the more missile-eye view — good on (he Amiga, 
specialised weapons such as SLAM anti- stunning on the 064’ 
missile laser. Phantasm Chaff Dispenser, Oh, by the way, while you're fiddling 

wire- guided missiles and a heavy duty around with the systems and game 

Mortar The only omissions from the 16-bit features, your tank is merrily trundling 

version are the Sleeper Time Bomb and the headlong into danger so it's lucky for you 

Skeet. hoth deemed as 'toys by Ihe lhat the system is quick and very easy to 

programmer, serving no effective value in operate and with the function keys it's even 
the game. However, perhaps because quicker. As in the Amiga version it's all very 

there’s less missions, all the weapons are user-friendly, well thought out and instantly 

available right from the start and don l need accessible and to be really helpful there's a 

to be earned — Amiga-style. radar screen showing the local area threats 

Once you're loaded up. the mission and a Homing Scanner to show you the 

proper begins. Control is very route to your target So now there’s no 

much of the Batilezone excuse for you to take on the entire 
type the joystick being Southern force 1 
0 used to control the C&4 restrictions mean the polygon 

Mauler's direction — but graphics aren't too sophisticated but that 

doesn't mean 


Gttitie Design? Realtime Games 
Programming, Graphics, Sound 
Efforts: Steve Cash it 
Music; Jonathan Dunn 


Impressive 'graphically and in variety, superb 
arming up screen together with Password 
system for restoring game position. All screens 
are easy fa activate and use. Great cockpit 
display. 


Surprisingly fast-moving mix af vector and 
solid polygon graphics with some remarkably 
detailed objects to be seen. Excellent missile-eye 
sequence. 


Great title tune but let down by limited in- 
gome spat effects. 


The Surface appeal of katfieiOne draw, you 
In but it offers much, much more, 


Only seven levels but the variety of mission 
demands will keep you a! if and then there's 
Mission 8 to tackle after all of the others. 


Technically storming, extremely pl&yofale 
heavy metal arcade action! 


• An enemy aircraft circles above fhe mountains, guiding enemy tanks towards you 
Use an AA missile to bring it down. 
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Vatic ’ s Jones ' a last C64 
■ ill 5 game, but boy has he ever 
gone out with a bang! This is one of the 
most playable coin-op conversions I've 
seen in ages. The enclosed arenas cre- 
ate a claustrophobic atmosphere, espe- 
cially with all the enemies that pour out 
of the doors. Far from mindless blasting. 
Smash continually gets your mind 
whirring with options — should I get that 
bonus weapon? where's the best place 
to attack these new beasties from? do I 
realty need another pop-up toaster? Gan 
I get that cash without hitting that mine? 
Arg! 

There's a wide range of baddies, all 
with [heir own attack patterns, and usu- 
ally there’s a couple of different types lo 
worry about at the same time, loads of 
’em, yet the game just doesn’t slow 
down! Surviving takes so much concen- 
tration that collecting prizes becomes 
just an afterthought — ^ _ 

unless you're plain 
greedy like me* The price 
is right so come on down f~T t r ’ 
and play Smash TV. Win / * 

or lose, with this much / ^"V k 
fun everyone's a win- . f 

nert V IX 


A Probe Production* 
Program: Nick Janus 
Graphic*: Loo Ames 
Sound: JOroen Tel 
Producer; Neil Young 


The Smash TV 
coin-op is one 
oi the most 
spectacular 
ever, packed 
with 

incredible 
graphics and 
more sprites 
than a shop full 
of home computer 
games. Then there's 
the dual joystick 
control system and 
brilliant start-up 
sequence. Nobody with 
any sense would even 
dream of converting it, 
would they? Ian 
Osborne ponders the 
impossible. 

S mash TV is a futuristic game show 
where instead of being incredibly 
humiliated by the smarmy hosl, 
contestants now get blown to pieces. Given 
a choscG between a grotty Michael 
Barrymore ‘jest 1 before the nation's entire 
population of morons and a bullet between 
The eyes, wouldn't you go tor [he latter? 
Yep, mass slaughter sounds a lot more 
respectable and' mass slaughter is exactly 
what you get in Smash TV. 

The aim of the game is to blast your way 
through three dangerous and devious 
arenas, then confront the game show host 
to give him some of his own lethal 
medicine At this point com op fans may 


The Electrobounce baits shoot lethal 
lasers all over the place if you don't blast 
them first. The rings al your feet mean 
you've got a lorcefield currently, but 
three lives aren’l many in this game. 


blasted to 
smithereens It's 
frantic, non-stop 
shoot- 'em-up 
action, rather 
like Robotron. 
and there's a 
huge variety of 
enemies — 
swirling buffalo 
clouds, laser- 
firing 

electroballs, 
snakes, pudgy 
guys who carry 
bombs on their 
back, tanks, 
zombies, 
snipers... the 
list goes on and 
on. To stand 
any kind of 
chance you 
need to power- 
up by collecting icons for speed up. power- 
shols triple-shot fire shields, extra lives 
and the inevitable smart bomb. Don't be loo 
(rigger happy though, amino is limited — 
shown by the red green bar beneath your 
mega -score, 


These circling blades wipe out 
everything they touch — but lucky shots 
can still get through! 

And then there's the prizes. Yep. it's a 
game show after all and you too can win 
cars, wads of dash, free airplane tickets, a 
year’s supply of meat and dozens of pop-uo 
toasters’ Al the end of each arena all your 


Sprite limitations? What sprite limitations? Watch out for the wall 
snipers and blue mines. The left red icon is & v. useful smart bomb 


start squealing about the fourth arena but 
never fear that's been Incorporated into the 
third section and all 46 rooms have been 
crammed into your C64. 

Each room is a single screen which seals 
you in until all l he baddies have been 




r duLL; Smash TV just pours 
on the sprites by I be dozen, 
it's non-stop action — and 
look out for the mines! 

At first sight, speed seems 
due to mediocre graphics, but 

/ the more you play, the more the 
graphics impress with lots of 
impressive detail, splendid colour 
and neat animation. As bullets spray 
the arena you have no time to do 
anything other than keep firing, but 
observers can ogle at the fact it doesn't slow 


makes sure you just keep coming bic* for 
more, and it's very difficult to find any 
niggles. Expert gamers might find it a little 
easy I suppose, but even they will have 
great fun go for high scores. Smash TV is 
simply one of the best games to be released 
thrs year, it's just so much lun. and 
incredibly playable. As 
Robin Hogg would 
have said, had he 
stilt been here. It's # 
a SIZZLER — and a At .Ifc 

right good game to boot*' m 


winnings are lotted 
up in a special 
screen which is 
exceptionally 
satisfying and 
makes high scoring 
really good fun 
Fans of the coin 
op will know all 
this, of course, so 
all I need say now 
is i hat it’s a great 
conversion and. 
yep, they've gone 
down the shops to 
grab a copy Okay. 

I hose of you still 
here are probably 
wondering what 
makes Smash 
special 7 Isn't ii just 
anoiher simplistic 
shoot 'em up? 

Weil, it's 

certainly sf * 


rioi a complicated game, but all the 
enemies have their own attack 
patterns and the sheer numbers 
lead to pure mayhem So many 
shoot 'em -ups are loo slow and 


BE MY GUEST 

Ten gameshow hosts you would like to blow to 
smithereens. In reverse order: 

10. Bruce Forsyth.. /Nice to see you to see you,... 
AaarrrrggghhhP 

9, Jim Bowen... 'And Bully's star prize is,,. 
Oooofftf r 

8. Les Dennis... 'We asked 100 people which 
gameshow host they would most like to drop from a 
very great height... ■ 

7. Cilia Black... Wouldn't you just love to $end her 
on a Blind Date with a hand grenade? 

6. Matthew Kelly... Would you like to break his 
other leg? YOU BET! 

5. Bob Monkhouse... King of the false smile — 
should be made to sell The Satanic Verses door to 
door in Iran, 

4. Roy Walker... 'What have we got here* ft's a 
headstone, It's got my name on it, and the catch- 
phrase is,, + WISHFUL THINKING’ 

3, Andrew O'Conner,,. The God squad's slimiest 
trooper. 

2. Bob Holness... Let's play knock-off -his block 
busters. 

1. Jeremy Beadle... Well, what can I say? For 
crimes too numerous to mention, should be built 
into the Channel Tunnel — let's See if he is game 
for a laugh! 


Blast the tankmen for cash, 
silver ingots, prezzies and an 
extra life (the blue icon at top 
right). 

down, ii just keeps throwing more 
and more stuff at you. 

A stack of lives, nine to begin 
With, plus a continue -play make 
for good long battles, and when 
you do finally go back to the start 
you can iry a different route 
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through the arenas. Beginners 
can search for the fastest route 
while experts will go for the bonus 
rooms Needless to say at the end 
at each arena there's a 
superbaddie to defeat, and just 
watch out for the spectacular 
death sequence! 

There is very little variation in 
gameplay here — it s rip-roaring 
shoot-' em-up action all the way, 
and none the worse for it either, A 
welkhought-QUt learning curve 


PRESENTATION 90% 

Great opening sequence, then the gome loads in 
and it's a SINGLE load! Choice of keys at joystick 
for movement and fire control, phis one continue- 
ploy. 


T 




Enemy ipriles are detailed, calwrfvl and there 
are so many different types! 

SOUND 84% 

Great imtra tone and involving in-game f X. 

HOOKABIUTY 95% 

f requent life' power-ups and a canrinue-game 
option make the game instantly, completely 
compulsive. 

INSTABILITY 94% 

The excellent learning curve provides p real 
challenge, plus you can choose yaur own route 
through the arenas and high-soaring is extremely 


OVERALL 


Smash TV grabs you by the throat and just won't 
let go — how Ocean managed to get all this into 
one load is beyond me. Buy or die! 
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• Yargh! A half-shell Is no defence against two robots armed 
with electroshock gunst 

Image works/ 

Konami, 

£ 1 0.9 9. cassette, 

£ 1 5.99 disk 


Hie Turtles bandwagon 
has spawned more 
rubbish than any 
radioactive sewer, 
including a dire 
conversion oi a decent 
Nintendo game last 
Xmas. This time around 
Image Works have the 
Konami Turtles coin-op 
licence and are relying 
on Probe to do it right. 
So can the year's top 
programming house 
pull another bestseller 
from the ooze? Of 
course, but will it be 
any good asks Corky. 


warn you now, 
there are gonna 
be none of the 
usual cliches so 
commonly used 
when writing a 
Turtles review — OK 
dudes? This will be a 
totally bodacious 
piece of writing, most 
awesome in a small 
ksnda way, that'll 
make your mates cry, 
'COWABUNGA. 
man! This dude 
really knows what 
he’s talking about I 1 
Ok, Ok, I digress, 
you can't talk about 
our bold and fearless 
buddies without 

me ntioning one of those ' words - 

— after all, the Turtles are 
an institution in their own 
right, as the mega- 
success of their coin-op 
proved. 

The plot Is that Apnl 
O' Neil Journalist extraordinaire 
{rather like myself!) * has been taken 
hostage and hidden Inside a burning 
New York tower block. Unfike the eoin- 
op the Mean Green Dudes are too busy 
to all turn up together, only two can party 
and even then they have to take turns 


fighting through the multiloads. But at least 
the Turtle Selection Screen is nifty with 
some great portraits of our heroes. 

Each of ten levels is a horizontally- 
scrolling affair, but as soon as three or so 
baddies comes on screen the scroll goes for 
ateabreak until you bash the nasties into the 
ground. Unusually for a beat- 'em -up your 
combat moves aren't that complex, there's 
only a few different ones and in reality 
they're just graphical effects — you can't 
Choose whether to perform a flying kick or 
punch someone, it's purely random. This 
makes the game easy to get into, and the 
turtles moves are very impressively 
animated, but over the long term it becomes 
rather repetitive! 

In each part of the building you have to kill 
off every last baddie before a wee 'Hurry Up 


TEN THINGS YOU 
ALWAYS WANTED 
TO KNOW ABOUT 


• Fighting the forces of the evil Shredder 
inside a burning building on level one. 

Be careful of the stairs, large boulders 
can coming bouncing down at you. 


message appears on screen, warning you 
that there’s even more evilness lying in wait 
just around the corner. In the first level, be 
wary of lift doors suddenly opening to reveal 
even more nasty beings, and don't loiter at 
the bottom of stairways for too long, 'cause 
humungous cannon balls have a habit of 
racing down and knocking you flat! The fire 
is a bit of a hindrance, as are the wheelie 
robots that appear horn nowhere later on in 
the level, They have this fetish for 
electrocuting turtles and are pretty hard to 
get rid o! at that. Listen to the clang of metal 





A 


• Behind youf Rocksteady draws a bead 
on our hero In the junkyard. And is that 
Phil's car In the background? 
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flame-scorched room. The smoke slows you 
down as it's rot as easy to see the 
adversaries, who now have guns. Later 
levels see you down in the sewers, in an 
underground car park and avoiding robot 
dogs and exploding barrels in a local factory! 
The enemy start to throw manhole covers 
and boomerangs, there are falling posters, 
skateboarders and laser beams to dodge. 
Strewth? Is Aprif really worth it? Course she 
is — she's a journalist extraordinaire! 

Save Ms O'Neii from the perils of hard- 
nos© journalism and it s time to find the 
1 urtfes mentor, Splinter, who’s been nabbed 
by Mr Evil himself, Shredder. It the 
formidable Foot Clan can be overcome and 
Sptinter finally rescued, there’s a meeting 
with old Shreddy himself in the 
Technodrome. 



as your weapon hits their sturdy casing, 

At each level's end, you have to tackle a 
big whacking fiend, who'll take some 
hammering before hell surrender, it could be 
Rock Steady, it could be Be Bop, but. one 
thing's for sure, the further you go through 
the levels the harder the opponents get I 
It’s just as well that the odd pizza can be 
eaten to replenish lost energy. — or provide 
an extra life if you already have full energy 
Plenty of pizza guzzling is needed for Level 
Two, methinks. as you find yourself in a 


Getting there is not a leisurely stroll, I 
have to say, you never get a moment to 
yourself in Turtles 2.. It's action-packed 1 to 
the fullest I Those henchmen never let up! 
Even when the next level's loading, there's 
hardly time to dial your frfeodiy pizza 
parlour! 

When the level’s loaded you can admire 
the animation of the characters. The main 
sprites duck and dive with speed and grace 
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• Home, sweet home, there's nothing like a warm, smelly sewer to a Turtle, is there 
dudes? 


Ep wow-' l must confess that I never 
really liked the corn-op. so it 
came as no surprise when I found I 
wasn't too stuck on the Commodore 
version either. Even so, it's one helluva 
game 1 The title and incidental music is 
incredible, and those effects — er, wow I 
The sprites are well drawn and brilliantly 
animated, and even when they all come 
together they're still crystal clear. 

A couple of criticisms: there is very 
little skill involved, as the game relies 
heavily on joystick waggling and button 
bashing, {but then so did the coin-op). 
More seriously, the two-player mode 
does not allow simultaneous play. 
Considering that the coin-op 
allowed four this is a ® 
serious omission. 

Even so. Turtles 2 Is still a 
fun game. which will appeal 
to Turtles fans without 
insulting them like last year! 


with no flickering to be seen anywhere, The 
backdrops are all nicely drawn and 
extremely colourful. The flames are so life- 
like, Mother I could almost feel the heat from 
them! 

Sound is fab and groovy. The title tune is 
bottom wiggling and the sound effects, such 
as the swishing of swords and clanking of 
metal are incredibly realistic. My only gripe, 
and ft does alter my feelings towards the 
game a little, is that all the levels follow the 
same arrangement: ie move left and right, 
duck and dive, bfff and bash, However, I 
reckon the game's speed and variety of 
graphics makes up for this. 

I have to confess, before I played this I 
did think, 'Oh no! Not the Turtles again! 
BORING] \ However, gameplay is fast and 
furious without a doubt, but maybe 
just a little samey, Perhaps the 
whole Turtles theme is a bit 
long in the tooth now, see 
what you think. Plenty of 
pizza for me then, Jeeves, 
and don’t spare the 
pepperonil 


PRESENTATION 84 e /< 

Nice opening pics, and end sequence, Hiree lives,, 
no coirtiriue-ployj. 

GRAPHICS 79% 

totaurful backgrounds, nicety animated sprites. 

SOUND 86% 

Stompingty good fide to™, fa ir la-game dittifej. 

HOOKABILITY 73% 

Simple moves make it easy to get into, riot 
altogether addictive. 

INSTABILITY 75% 

Ten levels provide a certain amount of variety. 








500,000 COMPUTER GAMES 


SURPLUS STOCK SELL - OFF!! 
TOP SELLING GAMES 

FROM ONLY £1.00 EACH 

AMIGA/ATARI ST/PC/C 64 / 
SPECTRUM/AMSTRAD 

JUST SEND ONE FIRST CLASS STAMP TELLING US WHAT COMPUTER YOU HAVE 
AND WE WILL SEND YOU A FULL LIST OF AVAILABLE SOFTWARE AT PRICES 

YOU JUST WON'T BELIEVE TO: 

SURPLUS SOFTWARE SELL OFF 

DEPT.5, NOl SATURN HOUSE, CALLEVA PARK, ALDERMASTON, BERKS, RG7 4QW 


500,000 COMPUTER GAMES 


THIS IS NOT P.D SOFTWARE, ALL GAMES ARE SHOP SURPLUS 
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T he fNf l funttans allow you to cfas idc on 
Large/Small .mu Normali'f-n verse [arinling 

h rfl uni LV^‘> t - Ltd dr*-, Him Hijrhiiii^ .irpuipivt in 
.ii.iih^iki i in' irijLinE h> any mnaity tu kk jny purpii-w- 
kvk*iijr.r? rjitopwH, im jdilfaujO'. m ■ opyriflhi VFintmoi 
Id H*r II d mjdwul, v id I.wr» rjl |hc Fu t jn -iitp- 

it'ci'.I ritAim Itir m rtujiy piiw iLwiwrtt kufrFiiixkinftfti 

■ 'll J.: ijfiiei QUiiiifiiiLins Hi!.iin afli iMivrifibt And . --h. . .u;hi 

iiwnrr- 1 uncruwd V* UK CtnJytmN Deufirm a I ' •’vi-i 


L Mng Pi. JVi'l R( AMI PtCKjE you, an loud u M m 
h timet faster fawn disk 
These disto edrtlmancs are used In you 
own program only. 


HEstl Ail 
TOTAL 
BACKUP 
TAPE 

HAK DtGPV - At .my ini h-icoI. pttriboul .1 
Hardcopy of thpsr -tot'll. 
UsingCONTINUl afterwards 
you can return fa the proaram 
.VtON I TOR I . iki> you m la the M.i- 'i mi ■ 

l.lrtg u ftgp M i :■ n I [ rw 


Using POWER CARTRIDGE you cAr wady up 
to ID limes *nh yOuf date recorder. 
These tape command* at* used n ynur own 
programs only 


A powerful machine' language mo nil or th.it w 
read ly available and eaves ^ of your Gommti- 
rlyrt’ memory available for pretararniTififirK 
Afva works in IS ASIC -ROM. KERNAI .mil If ) 
areas. 




Bit con Devices Ltd 
B6 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NES1RS 
ENGLAND. 


TELl 001 *00 1075 and M 1 4flO 1 010 
FAX; 001 *00 1010 

Tq order Acsnu/Viu walcama - Cheque* or P/O 
payable le 80L 

UK orders add El Jo posl/pack tutal - Ete.Sfl 
ted. VJV.T. 

Europe orders add E2 .50, Overseas add £3.54 
TRADE AND EXPORT ENQUIRIES WELCOME 




llltcon Devices Ltd 


POWER TOOLKIT 


PR I1M reRTOOL 


DISK TOOL 


TAPE TOOL 


POWER MONITOR 
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HEROES OF 
THE LANCE 

Kixx, £3.99 fE«»foai») 

SSI's attempt to combine 
hack'n’slay action and RPG r 
Heroes fails flat on this face 
between two stools. The game 
involves guiding a party of eight 
adventurers in the quest to 
recover the Disks of Mishkail 
from a dragon's lair, A menu 
allows you to switch between 
characters, pick up and use 
objects, and cast magic spells. 

Although the C64 game was 
never reviewed, it: plays much 


the same as the Amiga 
version which didn't quite hack 
it in issue 47, collecting a 
measly 40%. Gordo 
commented, 'Combat mode is 
about as easy as kissing a 
porcupine and the magic isn't 
interesting enough.' Kali found 
the combat controls 'far too 
awkward for it to be a hot 
action, "cut their J onrible heads 
off slash- r em-up — and there 
just aren't enough options to 
make the D&D interesting.' 

if you want a true RPG, try- 
some of the other 551 AD&D 
titles; if you want a hack-'em-up, 
there are plenty better than this 
hotchpotch, 

OVERALL 34% 


TURRICAN 


HImjl £3.99 (fforefeasej 

ll's the age-old argument, mine’s bigger lhan 
yours' or in this case 'mine's faster! When you 
own a Ferrari F 49. everybody wants to beat you 
( -up, probably, for being a rich gilt). So when 
some poser in a Porsche 959 (pah!) challenges 
you to a race across America, you decide 
there's only one way to shut him up 

Before the race starts in Mow York, you got to 
choose between a manual (hiv'lo) or automatic 
gearbox Your car is also equipped with turbo 
boost, bul this soon overhoals and so can only 
be used occasionally for an sxtra spurt of 
speed Of course, the road is congested with 
obstacles and other vehicles to slow you down, 
As well as making the next checkpoint within the 
time limit, your aim is to beat lhas Porsche, 
otherwise he nicks your girlfriend in a neat 
animated sequence! Between multiloaded 
levels, you can ask the four animated 
mechanics to upgrade your car with a belter 
engine (higher top speed), hi-grip tyres or 
special lurbo (faster acceleration] 

Turbo Out Run first roared into view in Issue 
56. gaining a massive 97% from the ecstatic 
reviewers. Robin loved I he impressive 3-D: At 
last we have a decent horizon effect on a 64 
race game and Probe have kept the speed up 
all the way. 

Hoggy also lapped up I he game's superlative 
presentation, ' ., static pictures, bonus scenes, 
even the map at the end of your game is 
brilliant ' And Slu enthused. 'Never has an 
arcade game's amazing presentation been so 
brilliantly recreated.’ 

However, the consequence of this on the tape 


version was one of the worst rnu It i loads ever 
seen It's incredibly sluggish and lolally breaks 
up the flow of the race. 1 he good news for 
multiload leathers is that Kixx are considering 
reioleasing the disk version. 

As for the game itself, it has been somewhat 
overshadowed by Turbo Chitrgo and Out Run 
Eufopa. Nevertheless, its no-nonsense racing 
action is still very playable and certainly the best 
on budget. 



Kixx , £3.99 fl?6i«ieose| 

Without doubt a milestone in 
G64 software, Manfred Trenz's 
masterpiece takes the Turrican 
hero on a journey through five 
worlds with a total of 1 3 sections 
and an incredible 1.3-00 screens. 
Turrican boasts an incredible 
range of weaponry including his 
trusty lightning bolt, which is 
activated by holding down fire 
and can be rotated 36CF around 
his body by moving left/rnght. He 
also has a machine gun, energy 
lines (smart bomb), grenades to 
throw and mines to lay — the 
latter when he transforms into a 
rolling gyrosoope! Icons, found 
inside stone blocks or left by 
aliens, can be collected for extra 
lives, extended lightning bolt, 
various gun power-ups, and 
extra energy lines, grenades 
and gyroscopes. 

All this destructive power ts 
needed to fend off the attacks of 
50 different types of alien, not to 
mention the HUGE end -of- level 
superbaddies, including a 
massive screen-high piranha 
and huge clenched fist which 
tries to splat you. Most of the 
levels involve exploring 
multldi regionally scrolling, 
platform-filled caverns, but 
there's also a vertically scrolling 
shoot-'em-up level with Turrican 
zooming around on a jetpack. 

When the game first arrived in 



BUDGET 
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the fearsome lightning weapon, 
shimmering diamonds, and ever 
more impressive backgrounds, 1 
Phil also loved the graphics but. 
discovered that Turricsrt isn't 
deficient in the game-play 
department either, The various 
weapons add an extra twist to 
the excellent arcade action: 


teaming how to use them best is 
a fascinating process.' He also 
awarded it the ultimate 
accolade: 'good enough to eat' I 
If you missed it first time 
around, then you must be mad 
— restore your sanity and gel it 
today! 

OVERALL 95% 


Issue 61 . it was greeted by 
gleeful astonishment and a 97% 
rating. Noone could quite 
believe how huge the levels 
were and how the gargantuan 
superbaddies zipped around the 
screen — an ecstatic Robin 
exclaimed. 'The fish is massive 


moves as smoothly as you'd 
expect of an Amiga — if it 
wasn't our very own C64 I saw it 
on, I'd be convinced the host 
machine had a blitter In it!' Even 
the normally staid Scorelord was 
stirred by the gorgeous, varied 
scenery with "waterfalls, Ihe 
beautifully swirling water pools,, 


STACK UP 

ZeppeHn , £3.99 


, it's nothing like Tetris, honest! Okay, 
lings fall down the screen and must be 
arranged to make them disappear, but it plays 
completely differently. Instead of awkward 
shapes you have trios of objects which can be 
moved Eeft/right as they fall, By pressing fire 
you can also change their order, eg 'doughnut, 
blancmange, banana' to 'banana, doughnut, 
blancmange'. That’s right, the objects are food! 
— although they can be changed to either 
traffic signs, weather symbols or heavenly 
bodies (no, not t%tt kind; I mean stars, sun and 
moon etc!). 

The familiar objective is lo form rows 
(horizontal, vertical or diagonal) of three 
identical objects to make them disappear — 
destroy a set number before the stacked 
objects reach the top of the screen and you 
qualify for the next level. When any of the 
objects in the falling trio reaches the top of 
another object in the stack, it stops on top of it, 
However, the other two objects in the trio will 
continue to fall — and can stilt be controlled 
and even swapped — until they too settle on 


top of something. 

This twist allows a lot more versatility than 
standard Tetris- style games, which should 
mean a greater tactical depth. Unfortunately, 
though, the game speed soon increases to an 
impossible rate where play deteriorates into 
total panic — it's s imply too fast to think! A real 
shame, as later levels add interesting special 
features such as randomly appearing blocks, 
reversed controls, indestructible blocks and the 
requirement to make diagonal rows. There's 


c 

o* o C 


it esc 


sow: -EFT 


also a neat scoring system 
with extra points for 
horizontal and diagonal rows, 
rows of four or more and 
those destroyed by chain 
reactions, plus bonuses for 
completing a screen and how 
much space is left. 

P rose nta lion is also of a 
high standard for a budget 
game, with choice of starting 
level, four sets of very nicely 
animated objects and an 
okay tune to accompany the 
action. 

If only the pace built up 
more gradually. Stack Up 
would be a superb puzzler. 

As it ls h it's still very addictive 
bui also rather frustrating, 

OVERALL 78% 


X-OUT 

Klxx, £3.9 9 (Her«l«as 0 ) 

Originally released by Rainbow 
Arts at the same time as the 
incredible Tampan , this is a 
more conventional, horizontally 
scrolling shoob'envup in the 
mould of R-Type. Rather than 
collect weaponry, however, you 
buy ships and arm them 
individually in the pre-level shop 
where a massive array of 
orbiting drones and 
weapons is available — as 
long as you've got the 
necessary cash, of course, 
The large choice of 
weaponry brought the most 
praise when it earned 82% 
in Issue 61 . As Robin said, 
'Choosing how your 
safeties will move, and 
where to place them and 
drones is great. And 
working out which ship to 
arm how provides great 
tactical depth.' He was, 
however, slightly disappointed 
with the conventional nature of 
the shoot- 'em -up action: 

'There's a few nice touches, 
such as the aliens which leave 
matter trails behind them (as in 
R-Type ) and impressive mid- 
level and end-of-levei baddias, 
but only the weapons are new.‘ 
Nevertheless he liked the 
detailed graphics, as did the 
Scorelord: “The graphic detail is 
superbly unpleasant, 
particularly on the end- level 
monsters. 1 

With eight levels of playable 
blasting action, X-Out i$ well 
worth another took on budget 
The only slight niggle is the 
need to reload the shop after 
dying on the first fevef. 

OVERALL 85% 
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~ < MEGA- POSTER- CALEN DA R PART TWO 



^ They tried their darndest, but 
w ZZAP! has survived to fight 
another day, still the nation's best 
C64 reviews mag, brighter, bouncier 
and more all-around wonderful than 
a container-load of any other mag. 
Taking you into the New Year in the 
standard, no-holds barred ZZAP! 
style with h 3gh expectations for the 
TIB, C65 and cartridge mania, you 
jusi can 1 '! miss Issue 8© because... 

* PARA DROID i$ HERE! 

Meg a tape £4 boasts arguably the finest C64 game ever, 
Andrew Bray brook's amazing Rctratitoid, yet another 
ZZAP! Gold Medal winner with nothing less than 97%. A silky 
smooth mix of multidirectional scrolling, tactical play and a 
lightning fast sub-game, this is an alt -time classic and the C64 
version remains by far the besl. outclassing even the Amiga 
game which had only vertical scrolling. Also on this stunning 
not-to-be-mlssed Megatape will be the Spy Vs Spy Hi: 
Arctic Capers and some great demos. For the best in G64 
gaining, you know where to come! 



Complete your huge freebie next month with the final part of your 
superb calendar and mega^art 0!i epic pic! 

• The magazine they just couldn't kill will be back with all the 
usual goodies, the nation's top letters in Rrap, megatips in ft's 
Corky, the most comprehensive £3.99 reviews in Budget Blitz and 
all the latest news stories in Stuff 

• Catch all those Santa specials which just missed the sack, the 
games to kickstart the New Year in style: Alien Storm, 
Bonanza Bros, Cisco Heat, Double Drafan Iff, 

Elvira: The Arcade Game, G-LOC, The Simpsons, 
Super Space invaders, Toki, Winter Camp and maybe, 
just possibly. Neighbour*! 

• For an incredibly celebratory, not to say ever so slightly inebriated 
introduction info the New Year, catch the tinsel -touched ZZAP! 

Issue 80 on December 26th, a Boxing Day feast which — if you 
fear being ever so slightly Phil Kingly (ie sick as parrot stuffed with 



turkey} — may be reserved with the extraordinarily handy form on 
the left. 


* Dear Newsagent I would be forever and eternally 
grateful if you would reserve me my very own monthly copy 
of that ever wonderful organ. ZZAP! 64 f starting with the 
January issue, on sale December 26th. 


MY NAME 

MY ADDRESS. 


MY FAVOURITE XMAS CAROL... 
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SUBSCRIBE TO ZZAP! AND GET A 
FREE OCEAN GAME!!! 


€ Roy of the Rovers, eat your heart out. 

I may be the usual type of vacant editor 
during the day but at night I magically 
transform into... da, duh, derrrr... 
Supersub. the hunky hero (as my mirror 
fella me) who always comes on at the 
last minute to save the day! Hurrah! 

This month's heroic feat, courtesy of 
Supersub, is the transfer deal you've 
always dreamed of: no, not selling 
Gazza far a ridiculously high fee (5p) but 


a chance to gel ZZAP! delivered to your 
home, plus a free Ocean cassette' game 
of your choice... 

(‘Add £4 if you want your game on disk.) 


WORLD WRESTLING FEDERATION 

Step into the boots of that strapping lad, 
Hulk Hogan, in this Sizzling beat- 'em- up. 
and dream you're as hunky and heroic 
as Supersub! I'm a man and I've got big 
muscles (somewhere), so 
_ there! 


SMASH T.V 

A nightmare of a 
gameshow, a Sizzling 
dream ot a game. Smash all 
those baddies and beat up 
that smarmy host — why T 
he s not nearly as sincere 
and well-groomed as 
Supersub! 

or 


HUDSON HAWK 
A totally accurate conver- 


Pfeaie enrol! me For a 1 2 month 
subscription to ZZAP! For (tick which 
applies)** 

• UK Mainland: £24 with free Ocean cassette 

£28 with Ocean disk 

• the Ocean game f'v* chosen i«„. 

World Wrestling Federation “ Smash TV Hudson Hawk 

£30* Outside UK £46* Outside Europe 

f*fm fJA only applies for UK reldmntm . AH subscriptions outside 
IIK are posted air maifl) 

i Method of payment: VISA □ ACCESS G POSTAL ORDER □ CHEQUE 

• Credit Card Number: 

• Expiry Date: .............. ........... 

• Signature: 

• NAME: 

• ADDRESS: 


POSTCODE: 


• Make cheques and postal orders payable to Europress Direct. Send this form with 
payment, to: Europress Direct, ZZAP! SUBSCRIPTIONS, FREEPOST, Ellesmere 
Port. South Wirral L65 3EB. 

■ n QG1 357 1 275. • Subscription enquiries: = 051 357 2961 . 


sion 

of my “ 

favour- - 

He mo- 

vie! Now, V 
being a 

clean- 4 — 

living. 
perfect sort 
of guy, O 

Supersub y 

doesn't 
normally 
believe in 
burglary, but 
during the game 
you do have to 
engage in a bit of 
thievery to save 
the world! And 
Supersub would 
just like to say, I 
admire Bruce 
Willis's quiff — 
it’s just like 
mine! 


i UK only 


m Why. even my 
thick-as-ten- 
short-planks 
sidekick, 

Su per scree n- 
shotman, could 
tell that this is a 
pretty amazing deal for all you young 
Zzapers out there. It's a pity he's such 
a plonker, really. Instead of doing the 
screenshot grabs for this issue and 
giving you all those lovely pictures, 
he'd much prefer to play driller killer 
doing DIY upstairs on notkeboards 
and peoples heads! Messy! Why can't 
everyone be as suave and 
sophisticated as Supersub? Well. I 
suppose I am the one and only, 
nobody I’d rather be. Apart from 
Julian Clary, perhaps. (We didn't write 
this at all and have no responsibility 
for it — All the Zzap! crew except 
Phil!) 









The Worlds N?1 Choke 



OVER THIRTY MODELS . ALL fORMATS . COMPLETE CONTROL 


AVAILABLE FROM ALL LEADING COMPUTER JOY & DEPARTMENT STORES. 







Export Erw(i*iesr Konix Computer Pnjducts, Unrt 35. tossau lnriLrti™i Estate, 
Fbbw Vale, Gwen*. HP3 5SD 

Distributors: 


■ Capci Marketing LMnrtpd 
9 Doan Street, Marion. 
Buckinghsmstiire SL6 3AA 

■ CpntreBft 

units 2S3. Metfftfd Way. 
HnHorcJ, Birmingtiarr. 86 7 AX 


Kokmbus 

Urwt 2 , Wrtin Nest Road, 
Gkrrtop. Derbyshire SKI 3 3HA 

I GEM Dstbbutbn limrtad 
LfWt Rnad. The Plrwl«, 
Harlow, Essen CM 19 5TB 


ttSOL 

Unit 10, Ruxley Comer indusindl btate, 
Sudrup, Kent 


■ Liter Dstribubori 
Unit 2, Kmgsgate Business Units, 
Duchy Read, Heafripanlt.. mxiiion, 
Devm FX 1 4 SYD 


Wleisuresafl 
Unit 65, Sketty Ck™e, 

Bratimilh InriusTtf! Business Park, 
Northampton NN4 OPL 


(l ts not by chance that Koni* has become one of Europe's 
leading joystick manufacturers. Nor is it surprising that our 
products are taking the U,5. market by storm, AH this $ 
simply the result of out total dedication to customer 
satisfaction, through innovation and quality 


The same principles of novel design and rugged 
construction, so successfully established with the 
Speed King range, have been uncompromisingly 
applied to the more recently introduced 
Konix Navigator, 


Thanks to its outstanding ergonomic styling, 
the Navigator is a perfect fit for every hand 
With its natural trigger finger action, the 
Navigator truly achieves the ultimate in fatigue- free 
super-fast precision performance. 


Just like the Speeding, the formidable power of 
the Navigator can be used with the most popular 
types of home computer, including all Atari/Atari ST 
models, Commodore 64, 12S, VOO and Amiga, MSX 
computers, Amstrad CPC computers as well as 
Spectrum Plus/Plus 2 and Plus 3. 


Even for the most demanding enthusiasts, you can be 
sure that Konix joysticks will make the performance 
barrier a thing of the past, 


The fastest reaction in the business 
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Month /issue 

July 8? 

August 8 8 

September 89 

Mon 

. 6 13 20 27 ... 

. 3 10 17 24 31 

. 7 14 21 28 

Tues 

. 7 14 21 28 ... 

. 4 11 18 25 ... 

1 8 IS 22 29 

Wed 

1 8 15 22 29 ... 

. 5 12 19 26 ... 

2 9 16 23 30 ... 

Thu 

2 9 16 23 30 ... 

. 6 13 20 27 ... 

3 10 17 24 

Fr! 

3 10 17 2431 ... 

. 7 14 21 28 ... 

4 11 18 25 

Sat 

4 11 18 25 

1 8 15 22 29 ... 

5 12 1926 

Sun 

5 12 19 26 

2 9 16 23 30 ... 

6 13 20 27 . 


October 90 

November 91 

December 92 

Mon. 

. 5 12 19 26 ... 

• 2 9 16 23 30 

. 7 14 21 28 ... 

Tues 

. 6 13 20 27 ... 

. 3 10 17 24 ... 

1 8 15 22 29 ... 

Wed 

. 7 14 21 28 ... 

. 4 11 18 25 ... 

2 9 16 23 30 ... 

Thu 

1 8 15 22 29 ... 

. 5 12 19 26 ... 

3 10 17 24 31 ... 

Fri 

2 9 16 23 30 ... 

. 6 1 3 20 27 ... 

4 11 18 25 

Sat 

3 10 17 24 31 ... 

■ 7 14 21 28 ... 

5 12 19 26 ... ... 

Sun 

4 11 18 25 

1 8 15 22 29 ... 



6 13 20 27 ... 
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